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Thirteen different golfers who'd 
probably under-lip Ше valel. 
Fierce head-to-head, Јоитзоте 
and lournamenl compelilion on 
seven glori MS COUTSeS. Oquipmenl 
upgrades for the Irue fanalic. 
Swing free, friend. Swing free. 
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Things are going to change, | can feel it. 
With the Japanese launch of what will surely Ве опе of the biggest advancements in home videagaming ever just days away, my thoughts have wandered into new territory. | find myself 
daydreaming about what PlayStation games will be like in the next few years, and its almost impossible to visualize what developers will be able to conceive. Besides the obligatory 
racing, fighting and quick-to-convert PC ports that are typical of first generation software, can you imagine what the second, third and fourth generation games will look and play like 
— especially coming from the minds of such developers as Sony, Square, Naughty Dog, Insomniac, Oddworld, Namco, Capcom and Konami? Imagine playing a (28-bit high-res version of 
Syphon Filter running at GO frames per second where you wont be able to tell the difference between CG cinemas and in-game graphics? What about the next Metal Gear? One can only 
p R p p “абе at kind of artificial intelligence Hideo Kojima of Konami will be able to implement into the next game. As far as mascot games go, haw about а Disney/Square game where you 
ÜFFEQUAKENET canit tell the difference between it and a Pixar-praduced movie? How about sports games? Weve all seen how amazing Sega's NFL and NBA 2K look and play on the Dreamcast. Just 
imagine what EA and Sony's San Diego sports teams will be able to create with all of that processing power. After seeing first-hand just how amazing the hardware really is, its evident 
that the sky's the limit and games will only be limited to their designers imaginations, talents and capabilities. 
Well be in Japan for the launch on March 4th (which, as of writing this editorial is just one week away), and will have the systems in our sweaty hands to bring back with us, as well as all of the games shipping 
on day ane. Next month's issue will have all of the pertinent hands-on information we can squeeze onto our pages, from our impressions of the hardware to the first batch of games. You want want ta miss it. 
Before closing, allow me to give you a quick tour through this issue. After writing the Official Strategy Guide, Dave certainly knows all about our caver story game. Check out pages 42 through 45 for an in-depth 
review, as well as an interview with Darren Yager, for everything you need to know about Syphon Filter 2. In addition, weve revealed Sony's spring line-up of PlayStation games in our EXclusive section, included 
an interview with Psygnosis Leeds Studios, the developers of Colony Wars: Red Sun, in cur EXcerpt section, and have come up with the latest and relevant reviews, previews and codes. [d alsa like to officially © 
welcome aboard our new freelance writers: Darien Men — wrestling fan extrardinaire, Nelson Vandelay — industry veteran and all-around nice guy, and Gary Strassberg — uber gamer and probably the 
most literate out of all of us here (with the exception of Mark Androvich who will one day take over the world. 
Thanks for reading, well see you back here next month. 
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I3 I EUG D AV E M A IS I АПАМ GARY DARIEN ALE ХЕ RIC 
[m Е Е WINDING АМ М 1-1 БИМ АГА  SIEZESEEBSES ALLEN ANDREWS WINDING 
By now, Greg will either has been way too figures "six degrees of Roses are red, violets Gary's been a gamer | Announcements from is back fresh from the Eric's got a RPG groove 
have made it back fram addicted ta Syphon separation means that аге blue, Adam's busy ever since the original Square, Sony, and Atlus Free Clinic where he got thing going on right 
Japan with a PS2, ог he Filter 2 in every someone reading this playing games, why Pong was all the rage have put Darien in RPG those badly-needed now, as his usual sports 
will have been sold as а possible way. When he has an in-law who is агеп you? This month — — and today, this heaven. All of this AND shots. When hes not games have been 
male concubine on the isn't putting Gabe and friends with someone Адат got to catch up — "Zen-gaming enthusiast the impending release screaming at the top of secretly replaced with 
Japanese black market. Шап through the paces, whose cousin's brother оп his work and spend із still amazed at what of the PS2? He doesn't. his lungs in a high- Wild Arms 2. Strangely, 
After coming down with he can be found waxing is а producer for Fox. If some real time outside. technology can do. seem to mind that hes pitched girly vaice he hasn't noticed, but 
chicken pox, losing his philosophical with Greg > so, please contact him Highlights included Eager to own a PS2, hasn't finished FFVIII, about the similarities Наз been heard 
plane tickets, getting оп what PS2 will or will and let him know where adventuring around San Gary's been biding his Vandal Hearts ІІ, Lunar, between Ross Perot and mumbling “yummy Heal 
thrown out of a cab, пай do/mean (like either to send his scripts for Francisco and feeding time by playing every Grandia or FFA yet. dohn McCain, hes Berry’. And, thanks to 
attacked Бу а stalking | of them knowl), ог “The Simpsons’ before ducks in Los Gatos. game that he can get When we offered to help bragging about the new “his old pal Phil”, Eric's 
stripper and missing his going back and trying the current writers ruin Ducks are cool. his hands on, while him he almost bit off countertop in his quest got a bitchin’ set af new © 
о flight... It could go to win all of the medals his favorite show. silently wishing for a. two of our fingers... ^ bathroom and hogging cymbals to smack! 
either way. in Medal of Honor. virtual garden sim. the internet connection. Muchos, PC. 


Medievil 2, Syphon SF2, Medal of Honor, Crazy Taxi, Tenchu 2. Colony Wars: Red Sun, Deception lll, Crusaders Nascar Rumble, FFA, BGT 2, Hot shots 2, Ace Wild Arms 2, Hot Shots 
Filter 2, Nightmare Soldier of Fortune, Star Trek Invasion, Crazy Taxi, MTV: Music of Might & Magic, G12, Grandia, Street Fighter Combat 3 and Dragon 7, MTV Music Generator, 
Creatures 2, Vagrant . Crazy Taxi, UT. Rogue Colony Wars: Red Sun Generator, Trap Gunner Medal of Honor, Omega EX 2 Ball 7: Final Bout Zelda, Metal Gear Solid 

Story. Spear, Vagrant Story Boast, Pong 
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We are а proud people, us gamers. We bring үш пен mail 


from other such proud gamers and answer it. We've got 
news heritage and it makes us a jolly bunch, 
We've got things we need to talk about this issue, First 
of all, we need to cover the PS2 festival from Japan and 
talk about the Gran Turismo 2 sales figures. We also need 


to go over а PSZ and Win2000 giveaway as well as discuss 
Midway's 2000 lineup, Take 2's PS2 lineup and EA's first 


PS2 game announcement... Well wrap up by exploring the 
Wa re 0978 DVD player: Lats get started, shall we? 


The Eware section is back in full force, after an absence 
of nearly thirty days, with a full featured review оп two 
different memory cards, two different game pads and 
one big hunka burning joy stick, 


Were back to the normal-sized code section this month, 
but weve gone ahead and crammed more codes than ever 
before into the same space as we used to have. This means 
more cheats for you, which is a good thing. Don't forget 
to send in your code submissions for your chance to win! 


With a subtle, hardcore hint of excellence and a smooth vernacular, 
we present a bewildering stack of exclusive infos. Lookie here: 
Never-before-seen Sony games... Never-before-heard-of 
Codemasters games (rockin) the real poop on the PS2 launch titles 
plus, if that werent enough, coverage that's bathed in shimmering 
starlight of Munch's Oddysee, Tenchu 2 and mare. 


We donned our fancy meeting-people duds and with a brisk- 
stroll, headed on over to talk-candid with the developers of 
Colony Wars Red Sun. Before we left, we tucked our sippin- 
flask of slo-gin into the secret hidden pocket of our fancy 
sport-jacket to give us the confidence we need for askin’ them 
real hard O's. Did it work? Check it now... we know үші thrill. 


Dur cover story this month concerns Syphon Filter 2. Nat only 
will we review it for you, but we will also present you with a 


transcript of a recent candid conversation we had with the ה‎ 

producer of the game (Darren Yager), for no extra charge. г C חו‎ 

There's a tremendaus excitement inside us when we prepare the 
EXpecting section for you each month, This excitement comes 
from the amazing screen shots that we have to show. Each time 


we process the shots for inclusion in the magazine we are filled 
with joy. We know you will enjoy them too. 


A-TRAIN Б. 
ACTION MAN 
ARMORED CORE MASTER DF ARENA.. 
BATILETANK GLOBAL ASSAULT... 
CATOOG ‘ 
COLONY WARS RED SUN 8-39, 54-55 
CRUSADERS OF MIGHT AND MAGIC. 
DECEPTION 111 DARK DELUSION . 
ETERNAL RING 
FI 2000... 
FANTAVISIO 
FROGGER 2 
GAUNTLET LEGENDS . 

GRIND SESSION 


We are very proud to present this excellent review section. We put 
тис effort inta our game reviews and feel they provide the most 
in-depth game reviews of any magazine. Please, compare. Note 
the exquisite detail and abundance of screen shots. Eyeball the 
pleasing sheen and smell the fresh ink. Ahh, that's nice, 0. 


:RUÜLLCABE STAGE 2 


HIGH HEAT BASEBAL' 
HYORO THUNDER .... 
JOJO'S VENTURE 
КЕ55ЕК............. 
LEGEND OF DRAGOON! 
MARCH MADNESS... 
MARVEL VS CAPCOM 
MEDIEVIL 11... 
MICRO MANIACS 
MIKE TYSON 
MOBIL | RALLY CHAMP 
MR. DRILLER. 


MUNCH'S MODYSEE. 
NASCAR RUMBLE... 


RAYMAN 2 .... 


RIDGE RACER У. 


'Outinvi 
Sunday 


SIM THEME PARK. 
SKY SURFER.. 


SPEED PUNKS 
SPEEDBALL 2100 
SPIDERMAN....... 


STAR TREK INVASION. 
STREET FIGHTER EX 3. 
SUPERBIKE 2000 .. 
SYPHON FILTER 
ТЕНСНИ 2 
TRIPLE PLAY 2001. 
VAGRANT STORY... 
WILD ARMS 2 
МІС WORLD RACINI 


WWF SMACKDOWN .. 
Х-МЕН: MUTANT ACADEMY 


This is a list.: a list... extraordinare; It is the list comprised 
of ratings of games we once reviewed. It qes back a way 
and it's accurate. ІР youre needing to know what score 
we gave a particular game, you can look it up right here. 
{t's cool. Did you know that, in the history of PSExtreme, 
weve given scores to G80 games? Cool, huh? 


We've got a little extra infos we need to tell yuh about here. Were 
going to deliver to your brain, via your eyeballs, a little compendium. 
How do you like that? Getting a compendium... We rule,-eh? Yes, 
we do. They will drink warm beer and sing songs about it in England. 


oris 


Fabulous. Simply fabulous. We definitely have the highest quality 
sports editorial coverage in the industry. This is sports coverage. 
that rivals even the non-videogame sports magazine. Mostly. 
Sorta. Ok, not really, but it's nice coverage anyway, okay? 


Take it. Take the compendium and dont complain, You should be, 
happy to get such а compendium, little buster. 


@ 
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TRY. 8 xd POWERFUL SECRET WEAPON 15 BACK GABE LOGAN RETURNS FOR ANOTHER HIGH-EXPLOSIVE, 
RE PACKED, 511007 1851 - 5 - QUESTIDNS - ТЕР. MISSION. WITH MORE WEAPONS, MORE THAN 20 NEW INTENSE 
[ТТ EL ум 20, TWO-PLAYER 0 полет PLUS, YOU CAN PLAY AS GABE OR LIAN XING ON DIFFERENT LEVELS. 


Т.5 MORE, ШЕ BIGGER Al 


A2=DIS SET DELIVERS APLOT-TWISTING STORYLINE THAT WILL HAVE YOU 
OCK AND LOAD, A A G GABE IS! BACK ТО KICK ASS AND 
TAKE NAMES. 0N SECOND mur SCREW THE MANES ӨЛ. PEN] 22 
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ве а TM 


- MORE POWERFUL WEAPONS 


EXERCISE YOUR TRIGGER FINGER WHTR THE STANDARD ISSUES LIKE THE TASER, 
м-16 AND NIGHTVISION SNIPER RIFLE. AS WELL AS NEW. WEAPONS LIKE THE 
TEAR GAS LAUNCHER, CROSSBOW, COMBAT KNIFE, на FIRE ЖЫ AND MORE... 
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Does Size Really 
Matter? 


Hot Topi 


As a former freelance writer for the 
Multimedia Wire service, I had the "pleasure" 
of reading 12 different PC and console 
videogame magazines cover-to-cover each 
month. It was a dirty job, I know, but somebody 
had to do it! 

What interested me the most, apart from 
the fact that every magazine has a different rating 
system, is that each devotes a different amount 
of space to their reviews. EGM has three reviews 
per page, each written by four different editors, 
with the largest review running about 15 
sentences. Game Fan crams in 5 or 6 reviews 
per page, with 5 sentence comments from three 
editors. The text of OPM and PSM reviews run 
from a quarter to half a page (without graphics). 
If you take out the screen shots, GamePro's 
reviews fill about a quarter page. Same with 
Gamers' Republic. 

Ofall the magazines out there, ours feature 
the lengthiest reviews: PSExtreme reviews 
average about 1,000 words. Our shortest reviews 
take up an entire page, while most run two pages 
long. Yet, a few of those other magazines 
mentioned above sell more copies. So what 
gives? Does review size really matter? 

АШ сап figure is that readers of those other 
magazines are looking for codes, news, and 
interviews more than reviews. When it comes 
to the games, they'll probably just seek out the 
bottom line: A-, 4 out of 5, 7.5 out of 10-and 
then peruse the brief comments for a tidbit of 
features information. I don't believe that any 
reviewer can truly do a game justice in five 
sentences. 

At the same time, just because a review 
contains 1,000 words doesn't necessarily mean 
that it tells the reader what he or she wants to 
know. After all, instruction booklets are more 
than 1,000 words long, but nobody relies upon 
them to decide whether or not a game is worth 
purchasing. 

So what exactly is it that you are looking 
for in a review? Information or entertainment 
(or both)? If the scales had to tip one way or the 
other, would you prefer to read more about the 
features and options of the game (objective) 
or the opinion of an editor as to whether or not 
the game is "fun" (subjective)? We find ourselves 
in a no-win situation. If we leave out funny 
comments or one-liners, we get criticized for 
writing too techn . If we throw in anecdotes, 
we get criticized for failing to mention some of 
the game's features. Such is the fine line we've 
got to tread. 


-Mark Androvich 


Dear PSExtreme, 


There have been quite a lot of sports games 
produced for the PlayStation, but how 
would I find out if there was any chance 
of a sports game such as Irish Gaelic 
Football or Hurling being produced, as 
these are fast and close contact field games? 


Aidan 


Dear PSExtreme, 

First I want to let you guys know that you 
are the coolest magazine out there. I have 
a question: Why are RPG's called RPG's? 
I mean, in every game you assume a role, 
so why is it used for RPGs? 


Thanks, 
Daniel 


Dear PSExtreme, 


Hey, I'm just curious... exactly how do 
light guns work? 


Draco715 


Dear PSExtreme, 


I don't know if you can answer this 


<> / / = 


question, but I want to get the PlayStation 
game "Deep Freeze" from Japan. The 
problem is, I don't know how to import the 
game from Japan and I don't know if this 
game is already translated in english, so 
I could buy it (in the U.S.). 


TPOWERPOINT 


Dear PSExtreme, 


Let me just say I love your magazine; I'm 
writing to talk about two things. Your 
reviews and PS2. Firstly, why do you give 
all EA games such low ratings../ namely, 
EA sports games? I've played all their sport 
games and realised that they are marginally 
better than 989's (except Supercross 2000) 
but all their games seem to be getting much 
lower grades. Are you getting money from 
989 for good ratings? What's up with that? 
Secoundly, I know the PS2 is going to be 
better than the DC but is it going to be better, 
than Nintendo Dolphin? Give whatever 
info you got. I need to know what to do. 


tpl 


Dear PSExtreme, 


Being a mad keen PSX'er I am gagging for 
the release of the PSX2 and have sold the 
idea to my wife who has agreed to get one 
for my birthday (26/march) if it is out by 
then. Do you know of any company that 
is selling and shipping the first batch 01 


. 


P$X2's from Japan??? Не1р.....??? Please !!!! 


Aikido Yoshinkan 


You can try Network Video (see letter on 
previous page), or NCS. Visit NCS $ web site 
at'wwwncsx.com. You can сай ‘em up at 718- 
523-5774. 


Dear PSExtreme, 


When was looking through imported game 
prices, I realized that they were high. І am 
here to see if you can buy imported games 
from me for only $25. I will guarantee that 
the games work and if there is a cheaper game, 
I will beat it. Try the game and if you like 
it; order. If not... contact me at xxx@***.com. 
If any;game doesn't work, send it back for 
no extra charge. Please contact me soon. Hope 
уди enjoy the games you receive. 


Jzeitawi 


Why did you send us that letter saying those 
things? It makes us dizzy and nervous. Please 
stop #уто по sell us games that we get for 
Sree already. Have a great day. 


Dear PSExtreme, 


You guys аге alsome . І am 19 and seaking 
help for some one whos o so wise on your 
staff Бе my giued. I need to find some one 
to'help me find a way that a young guy like 
me could get in to the Game industry: game 
development, game reviw, or any thing. 


thanks 
Tony 


р.5. could you send me a ticket to ЕЗ 


Tony, you sound liketyou would make a good 

freelance writer for our staff. Please send us 
sample reviews and a bio. You can email them 
to us atjobs@gamefan.com. Just stop by our 
booth at ЕЗ and we'll give you a ticket. 


Dear PSExtreme, 


I want,to applaud you for taking a stand on 

the rights of chickens world-wide. You're an 

inspiration to chicken lovers everywhere! 

I'm beginning to think that the PS in 

PSEXtreme stands for “Poultry Saviors”! 

I haveja few questions/suggestions for the #1 

PlayStation magazine: 

1) My subscription recently lapsed (I never 
got a renewal notice in the mail! You must 
be plotting against me!) and I think it would 
be helful to your subscribers if the ending 
date was printed on the mailing label. 


рої Фрит 


2) The sports section needs a flashy name 
like “PSports”. What do you think? 

3) Will the PS2 have a “Sound Scope” feature 
for music CDs? 

4) Greg keeps showing up in videos on 
PlayStation Underground CDs. What sort 
of conspiracy is this? 

5) Dimension Publishing is league with 
Prima?! Are you trying to take over the 
world? 


Garyl from Cary 


Buhgawk. 

1) Good idea. We'll ask Ann if we can do that. 

2) When we first created the sports section, 
we called it "EXsports", but as soon as 
Eric saw the name, he came running in, 
all red in the face, demanding that it be 
changed to plain ol’ “Sports”. 

3) Dunno yet. Probably so, but maybe not, 
then again, perhaps it will. 

4) We're close (geographically), so whenever 
they need a handsome, intelligent, well- 
spoken gamer on short notice for a video 
shoot, but can t find one, they settle for 
Greg instead. 

5) We can neither confirm nor deny. 


Dear PSExtreme, 


I've heard rumors of video-gaming movies 
getting made such as Resident Evil: The 
Movie and others. I would like to know if 
there are any [movies for] car-combat games 
or driving games such as Twisted Metal 4 or 
Driver being made. Are there? 


Videogame player, 
Chris Buelow 


Man, that'd kick some really big butts. Could 
you imagine? We haven't heard of any, but 
there's sure to be some movie producers 
reading this and they're sure to see what a 
good idea it is and decide to make one or two. 


Dear PSExtreme, 


I'm new to your magazine, but I’m a Spyro 

— and anime — freak. Please answer my 

two questions. 

1)In your magazine, Volume 1, Issue 5, 
December '99 ? (with Spyro 2 on the 
cover), in your TRST Top Selling Titles 
section, you show a photo from Spyro the 
Dragon at 46. In the photo you show this 
gate door that I’ve never seen in my game. 
I've beaten the game, too, so I’m confused. 
I believe this secret door is in Artisan's 
Home World, right after Nestor the Dragon. 
Please tell me how to see this door in my 
game. 


or 


2) І love Sailor Moon. Can you please tell 
me if you know of any PlayStation Dragon 
Ball Z or Sailor Moon video games either 
here in the U.S., or in Japan, or on their 
way to the states? 


Thanks, 
Samantha Williams 


1) Wow. Good eye. That screen shot is from 
the very first early beta versions of Spyro, 
before it was even called Spyro (his name 
was originally "Pete") and that gate was 
removed from the game before release. 
Cool, huh? 

2) There are 3 Dragon Ball Z games available 
in the U.S.: Final Bout, Legends and 
Ultimate 22. The Sailor Moon games were 
all released in Japan only and are mostly 
dating simulations. There was one really 
bad fighting game, well worth avoiding. 


Dear PSExtreme, 


Hey little buddy... I just got too tired after 
you left. 1 only got the couple reviews done. 
ТЇЇ be in as early as possible tomorrow. Bye! 


Dave Silviera 


Dont even bother coming in with that kind 
of attitude, bud. 


Dear PSExtreme, 


I have been a subscriber to your magazine 
for quite a few years (since 1996) and have 
always thought that it was great. However, 
I did have one question for you guys. I was 
curious as to whether or not a game for the 
movie "The Matrix" was being made. It was 
an absolutely tremendous movie and І think 
that a game made out of the movie would be 
awesome. Just curious. 


Thanks, 
Kramer 


There have been several high-profile 
companies inquiring into the rights to produce 
a game based on The Matrix, so the possibility 
is good that one will come out eventually. 
Just sit back and chill for a year or two. Cool? 


Address all жай to: | 
EM тла шш < 
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“Тһе Armored Core series has enjoyed a tremendous cult Following, 
and the third installment is sure to please the devoted. -Ecm 


«ж. \ 


/ 
ї it, so prepare to infiltrate bases, rescue hostages, and 
- destroy hostile aatal ailed missions. Build and customize your master robot with 
927 |new]weaponsjand|body е your;nastiest saved ACs from previous Armored Core games. 
~ Mastergof/Arenajisicomplete with Jl а е stages and arenas, not to mention the return of bad-ass 
8 шы Tals вайне the computer or challenge,a human competitor in one-on-one 
ב‎ erious onslaught of awesome multi-player action = 


С Бо 
І0/Меу/Агепаз) 


| „араби ў ака од ВЪН 
Ouran ӘҘ Your Armored Gaya woth londres шлш, of Differ 
Weapon Заіка адга 


COULD GAMING WAKE YOU ANTI-SOCIAL? WHO THE вун CARES? | 


In a recent study conducted by Dr. Donald Black of the University of Iowa City, И was 
2 А, d == found that spending an average of 27 hours per-week on Ше computer affected user's personal |! 
Р) רז‎ | lives, family, friends, work, or school. Compulsive computer users suffered а high rate of mental disorders, especially || 
mood and personality disorders, drug and alcohol problems. Fifty-two percent of those involved in the study were || 
found to have at least one personality disorder compared to twelve percent in society at large. Which begs the question- || 
| does computer use cause such mental disorders, or are those with pre-existing personality disorders drawn to computers? 
1 tk Aridrovieh | Fortunately, no such correlation existed with console gamers...maybe those 3DFX ads have it backwards. 


a Ша 2 PEELS QUY OFF RETAIL SHELVES 


dainment America announced that Gran Turismo 2 sold 1 million 

з of release, At that rate, will it exceed sales of the original 
3 million copies in North America and more than 10 million 
98.2% sure it will. 


GEE! GT? МОТ! 


5 sequel to Driver, the creatively titled Driver 2, eduled to be 
ime between November and December for the PlayStation, by original 
ections Interactive. There will be four new сї : 
io de Janeiro-and the ability to get out of the c. 
tealing vehicles (can you say Grand Theft Auto?). The game will also 
'o-player split-screen mode complete with unique driving games. While 
ns sound well and good, hopefully they won't distract the developers from 
portant details — such as excessive pop-up, slow down in the frame rate, 
lequate menu system. 


THE BAER NECESSITIES 


izers of Classic Gaming Expo have just announced the dates for the 2000 
heduled for Jackie Gaughan’s Plaza Hotel in Las Vegas, on July 29-30. 
סו‎ the interest in retrogames from Hasbro, Midway, Activision, Konami and 

, some new PlayStation software is likely to be shown there. The “Father 
games," Ralph Baer, will be present to share his experiences, as will our 
le buddy Mark Androvich. 


MIDWAY ANNOUNCES 2000 LINEUP 


Ў has announced, of sorts, their PlayStation line up through the rest of the year. 
the short list (as usual, some of these dates are subject to change): 

О THUNDER — Маг: A surprisingly good if not great translation of the 
геатсаѕі game. We have the complete review this issue. 

LET LEGENDS — Маг: A very good conversion of the popular coin- 
xpecting this issue for more details and screens 

OOTBALL — May: Think NFL Blitz with the Arena license and that's 
Й get. 

BOY 3D — May: An updated version of the classic that was already released 


THROUGH TIME — June: Yet another installment to the Rampage 
hether or not it will be in 3D this time, is another question. 

IZ 2001 — Sept: Another installment in the Blitz series. Don't expect 
than new stats, rosters and character animations, 

IME 2001 — Sept: As with Blitz, expect updated stats, rosters and 
lions. 

intriguing action/platform game in which the player — a playing 
) — travels through the many lands of a bizarre medieval world 
is royal family. 

DRCES — 4th Qtr: Here's one that fell off the radar last year 
lowing up by the end of 2000. An action/adventure game starring 


ot much is known about this mysterious title. We'll have 
mes available. 


WOULD YOU LIKE A PS2 WITH THOSE WINDOWS? 


Japanese version of Windows 2000, some Tokyo retailers are giving away PlayStation2 consoles. І don’t blame them. It’s not like they can | 
indows CE already on board-who wants two machines with buggy operating systems? 


CODEMASTERS GETS AN EARFUL | 


| 
Marking the first time that Iron Mike has been in a videogame since Nintendo's “Punch | | 
Ош”, Codemasters plans on releasing their UK-based Prince Nasim PlayStation boxing | 
game in the US under the form of Mike Tyson Boxing, To read more on the game’s || 
features and details, see this month’s EXclusive section for a spotlight. As one of the | 
benefits of ү Editor-in-Chief, Greg was flown over to merry old England to not || 
only get a chance to see the game, but to witness the main event | 
— Iron Mike Tyson vs. Julius Francis. If you didn’t hear the || 
results, Tyson took care of business in roughly a minute and || 
thirty seconds, knocking Francis to the ground five times in two | 
rounds with nary an ear bitten. 


T YS SON, 


YOU'LL BE MISSED, CHARLIE BROWN 


| In Keeping with our tradition of printing photos of our editors from || 
time to time so that you know what we look like (as if you really 
| want to know), here is a picture of Mark Androvich with Charl 
Schulz in 1996. All of us at Dimension Publishing grew up with 
the Peanuts comic strips and were fans of Schulz’ work at one time 
or another, He drew upon his own failures and insecurities to get 
P! to the heart of what makes us all human. Thank you, Mr. Schulz, 
for making us laugh. Your wit and wisdom will be missed, 


Charles М. Schulz 1922-2000 


TWO STEPS FORWARDS, ONE STEP BACK? 


A report on Tokyo’s Yomiuri Shimbun suggests the forthcoming PlayStation2 console 
system might have problems running several of the existing 2,500 PlayStation games. | 
This might be a problem, considering that backward-compatibility capabilities is | 
one of the PS2’s selling points. On the other hand, Ken Kutaragi, president of Sony 
Computer Entertainment, “the problem is limited to a few more than ten” games... none 
of which are any good. (Okay, so we added that last part — but who except for Darien 
really cares if Apocalypse doesn't work on the PS2?) Below is the current list of Japanese 
games reported not to work on the new system: 


AIDORU PROMOTION; SUZUKI YUMIE — Alyume 
DRAGONBEAT — Map Japan 

GALLOP RACER — Tecmo 

GRADIUS DELUXE PACK — Konami 

KONYA MO SENRYOBAKO! 2000 — Hearty Robin 
MONSTER FARM — Tecmo 

NOT TREASURE HUNTER — Acty Art 
ONGAKU TSUKUURU: KANADEERU 2 — 
OUKYUU NO HIHOU: TENSION — Vap 
SUSUME! KAIZOKU — Artdink 

TOUA PLAN SHOOTING BATTLE — Banpresto 
TSUIRIDOU KEIRYU KOHEN — Escot 
VIRTUA PASCHISURO EX — Map Japan 
VIRTUA PASCHISURO V — Map Japan 

WING COMMANDER III — Electronic Arts 


Ascii 


| 
| 
І. 
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TAKE 2 TAKES 2 PLAYSTATION GAMES | EA ANNOUNCES ЕТЕТ ENTERTAINMENT PS2 GAME — 


Take 2 Interactive Software, in conjunction with developers Angel Studios are working SNOWBOARDING ! 
on two titles for the PS2 — Midnight Club: Street Racing and Getaway. For those 
not in the know, Angel Studios are the developers behind Microsoft’s Midtown Madness 
and Nintendo’s Ken Griffey’s Slugfest series and also an official Middleware partner 
for the PS2. While the games haven’t been officially shown, details about their features 
have been revealed. Midnight Club: Street Racing is based around illegal street 
racing where players will have the ability to drive performance-enhanced cars around 
| busy city streets until they are challenged by another member of the illusive Midnight 
Club. Set in realistic, highly-detailed, 3D modeled environments of the world’s greatest 
cities, MC: SR will feature single and multiplayer modes, an assortment of different 
vehicles to drive and some of greatest car tuning shops in the world. Getaway, also a 
driving game, is described as an “open plan” racing game in which players have to 
deliver contraband across borders while being chased by the police and other smuggling 
operations. Set іп a variety of rural environments, with an incredible new panoramic 
perspective, the game is reported to have a phenomenal physics engine which faithfully 
recreates the speed and sensations of tearing across the country, through farms, 
fences and forests while trying to outrun a variety of enemies. Getaway will also be the 
first game to introduce to driving titles fully-interactive supporting non-player characters, 
which the player can use to distract and attack his pursuers. 


ti 


In addition to the previously announced titles 
at the PlayStation festival in Japan, Electronic 
Arts surprised showgoers with their first PS2 
entertainment title, SSX - Snowboard SuperX 
(titled Snowboard SuperCross in Japan). 
Centered on the emerging "sport" of 
boardercross, SSX combines high-speed 
snowboard racing with the intense competition 
ofa Supercross event оп а variety of demanding 
snow covered motocross tracks. In order to take 
advantage of the PS2's superior technical capabilities, EA is working on implementing 
real snowboarding physics into the game, then cranking them up for intense arcade 
action. According to EA, “Ше artificial intelligence of SSX will convincingly bring 
to Ше the experience of zooming down adventurous snow-covered, way-over-the-top 
mountain tracks at break-neck speeds, pulling off mind-blowing aerial maneuvers 
while trying to dodge seven challengers" — sounds cool. Some of the features in 
the game include five distinct modes of gameplay (including an adventure mode in 
which players must find and collect hidden 3D snowflakes), eight selectable characters, 
eight huge courses and unbelievable 3D graphics running at 60 
frames per second. While no official US date has been announced 
(the PS2 still doesn't have a US launch date), EA claims the game 
will be available soon after the hardware debuts. 


Source: NPD TRSTS Video Games Tracking Service 
900 West Shore Road, Port Washington, NY 11050 
(516) 625-2294 
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Sony's Activision's Sony's Sony's Sony's 


Gran Turismo 2 Tony Hawk Pro Skater Spyro the Dragon Gran Turismo | 


"m 


last month І los month 3 last month б. 
average retail price average rekil price average retail price overage retail price average retail price 


540 s40 520 520 520 
EA's EA's Hasbro's EA's Konami's 


Medal of Honor Tomorrow Never Dies Frogger NBA Live 2000 Metal Gear Solid 


kast month B. last month ** 


last month ** 
average real price 
$ 


lost month ** lost тов 2 ` т] 
average relail price ‘average retail price 


41 540 


тоні 4 


average retail price average retail price 
$ 5 


** Not in Тор 10 Last Month. The ratings reflected above are those of Dimension Publishing and do по! represent Не opinions of NPD TRSTS. 
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THE SYSTEM: 
DVD CAPABILITIES: Gamers and consumers 
alike have been wondering about the PS2’s DVD 
capabilities — especially in lieu of the rumors that they 
z were limited, rudimentary and not at all competitive with 
the current DVD players on the market today. Thankfully, the 
rumors are 100% false, according to Nikkei Electronics Online 
Шә - who took the PS2 DVD player through its paces and posted the 
results, as well as our own experience, seeing it firsthand at the 
Festival where they had the Matrix playing all day long). 
As far as the movie playing capabilities go, it turns out that you 
won't be able to just pop in a DVD movie and go. In order to 
play a movie, you’ll first have to load a special DVD driver that 
comes standard on all of the PS2 memory cards. The driver will 
also come on a special utility disc that will be packaged with 
the PS2 hardware in case you lose your memory card or the 
driver becomes corrupt. To play movies, all that will be required 
is that the card be plugged into slot one. Once a DVD movie 
is in the drive, it will automatically play with the press of the 


JEN reset button. 
ги During the testing, Nikkei put the PS2 up against three of the 


line DVD players from Sony, Pioneer, and Panasonic and the results 
re that the visual quality was on par, if not better than the others, whereas the 
med to be lower quality than the other high-end systems. In addition, it turns 

2 DVD player has all of the bells and whistles that a stand-alone DVD 
including sub-titling, chaptering, parental lockout and a stylish menu system. 
е, the import PS2’s menus are only in Japanese, but there is also an icon-based 
System making it easy for would-be American importers to decipher the different 
. Remember though, like standard DVDs, the PS2 will be region encoded 
only 0 DVDs from that specific region. 


BOOT-UP SEQUENCE: “Ше opening screen imaging 
|| creates the feeling of outer space, giving the impression of the 
limitless entertainment options now available.” — as officially 
| deseribed by Sony Computer Entertainment of Japan. Unlike 
| the original PS boot-up sequence, the accompanying soundtrack 
for the new system starts off with a loud and intense noise 
and then slowly fades out to a series of chimes. The visual display 
opens with the Sony Computer Entertainment logo accompanied 
by a swirling cosmic array of space particles and nebula-like 
plasma that expand and fade out. The next thing you see is a set 
of these particles with arcing trails come together and rotate 
ina circular pattern. It is said that the effect will be varied and 
random, making it different with each boot of the system. 


| ENGLISH TEXT OPTION FOR PS2’S MENU 
SYSTEM: It has been confirmed that a language option exists 
within the configuration menu when the PS2 first boots up 
allowing you to view the menu commands in English. While 
n effect on most in-game text (unless developers design their games 
), fiendish early adopters (like us) who buy the import hardware 
igate the menus in English. As to whether or not this will translate 
nus is still unknown. 


L PS GAMES IN HIGHER RESOLUTIONS!?!: 
Ot to be the case, it's been revealed that an option exists within 
1 ‘once activated, will improve textures оп old PlayStation games. 
е PC PlayStation emulator Bleem!, 3D textures and polygons will most 
added benefit of anti-aliasing, texture smoothing, higher resolutions, 
tion and improved frame rates — although the exact differences and 
Officially announced or shown. With the knowledge that some 
mpatible with the PS2 and Ше fact that Bleem! is hit and 
much guaranteed that this option will not work with all original 
nes. In any event, how cool will it be to play games like Syphon Filter, 
Duo and Spyro in high resolution? 


allows players to 
| control their character 
Lat all times — even 


| Deep Space (a team of developers and designers 


maman 7: 22 


ТІП! ATION 2 FESTIVAL - UP YO THE MINUTE NEWS: 


| With the PlayStation2 Festival having just come and gone (it was held over the third weekend || 
VU d mm in Feb.), there is a ton of new information to report on the hardware and its DVD capabilities, | 
| some ЫП the games currently in development (including a few launch titles that have slipped a bit), anda few surprising | 

| announcements. Below are just a few of the highlights we were able to squeeze in just as we were going to press. 


THE GAMES: 
SONY: Aside from the games Sony had previously announced, they decided to reveal 
one more title at the Festival. Titled Extermination, the game is similar in concept and 
design to Capcom’s Resident Evil and Dino Crisis games (Survival Horror or, in this 
case, Panic Action). In the game, players will take control of the main character who 
has been assigned to investigate the strange goings on at a scientific research laboratory. 
Of course, it’s teeming with huge, acid-spewing 
bug-like creatures. The game combines a mixture 


storytelling with a 
graphic engine that 


during the real-time cut 
scenes. Developed by 


that include a few of the original Resident Evil 


programmers), the game looks like it will be 
incredible. No release date has been announced as of yet. 


Interactive to develop a game for the PlayStation2. 


designer Tetsuya Nomura (the creative genius 


favorites, such as Mickey Mouse, Donald Duck 


displayed as a high-res, polygonal 3D character 


to the oohs and ahhs of the gaming press). Square is stating that they plan to work very | 


closely with Disney, leveraging their combined industry strength — including creative- 


content development, production and design, manufacturing and distribution, as || 


well as state-of-the-art 3D technology — in order to deliver an unsurpassed gaming 
experience to consumers worldwide. 


displaying their medieval-style Resident Evil, 


addition, they announced a new PS2 game Я 

by Ше name of Maximo. То the delight of — 
old-school gamers around the globe, Maximo та 
is said to be very similar їп setting and style 
to the Ghosts and Goblins/Ghouls and Ghosts 
series. The hero (Maximo) will be an armored knight (similar to Arthur) equipped with 
a sword and shield with which he will use in classic video game fashion. The basic 
premise of the game is to rescue six princesses who are locked away in six magical 


and Goofy (the latter was fluidly animated and | 


CAPCOM: At the Festival, Capcom was | 


Oni Musha, as well as Street Fighter EX3. In || 


of action, exploration, puzzle solving and | 


SQUARE: Engine - Type S, Square аа 
that they have joined forces with Disney || 


Helmed by world-renowned director and character | 


behind Square’s Final Fantasy franchise), the | 
game will most likely feature a cast of Disney | 


towers by an evil demon. There was no gameplay footage or screens shown at the || 


Festival (with the exception of some character art) and the game is currently scheduled 
for a 2001 release in Japan. 
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THEY COULDN'T HANDLE 
BEING JOHN McCLANE. 


CAN You? 


JOHN McCLANE IS BACK. AND LAS VEGAS WILL NEVER ВЕ THE SAME. FLEX удук SKILLS IN ONE 
OF THREE UNIQUE GAME MODES: FIRST PERSON SHOOTER, EXTREME ORIVING, AND ACTION MODE . 
ок Міх ALL TAREE MODES INTO ONE INTENSE STORY-DRIVEW DIE HARD ADVENTURE. 50 TRY 
To SAVE SIN CITy — WHILE TRYING TO SAVE YOUR OWN BUTT. 


For mature audiences only. 


VIVA LAR vecas 


БЕРЕД) iment Е VIVA LAS VEGAS, BABY. 


Although it normally isn't our policy to promote а particular store, we found something on 


the net this past month that is worth checking out. EB World (www.ebworld.com) is currently | 


selling the PlayStation Dex Drive for only $20. if you haven't yet snagged а Dex Drive now is 
the time to до it. it is probably the best investment any PlayStation gamer can таке, and for 
$20 it is hard to go wrong. See you next month... 


Product: Viper PSX 
Manufacturer: nYko 
MSRP: $19.99 


With the wide variety of 
controllers out on the 
marketplace it can 
sometimes be difficult to find the best controller for a 
particular game. Some controllers are digital only, some are 
analog compatible, some are neGcon compatible, some support 
vibration and some don't. This wide variation in standards 
can be enough to confuse even the most up-to-date gaming 
addict. nYko has attempted to solve the confusion with the new Viper PSX. 


The main selling point behind the Viper PSX is the unit's compatibility with 
multiple controller modes. This is the first controller we've seen that 
supports standard digital mode, use of the analog sticks as digital joysticks 
in digital mode, dual shock mode апа neGcon mode. The Viper PSX even 
supports the vibration function while in neGcon mode. 


pL ITO 
ШАР: 


neGcon compatibility is а big plus because no other joypads have supported 
this. Sure, we’ve seen driving controllers that had neGcon support, but 
never а joypad. Although it isn’t the same as having an actual neGcon, it 
is the next best thing. This means that you can rediscover old classics 
(such as the original Wipeout) which had neGcon support. 


About the only thing keeping the Viper PSX from a Platinum rating is the 
button layout. The turbo and mode selection buttons are placed where 
the start and select buttons are normally located. This can result in some 
erroneous button presses. The handles on the pad are also a bit small, 
especially if you have larger hands. if the Viper PSX were in a slightly 
oversized Dual Shock case it would be perfect. nYko told us that the Viper 
PSX is being considered for licensing by Sony. 


Manufacturer: Blaze 


Fighting game fans have always had „___ 
a problem with stock controllers. Aside 
_ from the ill-fated Sega Saturn, no console 
in recent memory has shipped with a six-button 
controller. Four buttons on the face of a controller 7 
just aren't enough for games like Street Fighter Alpha 3 
or Tekken 3. Because these games use more than four buttons, 
something has to be mapped fo the shoulder buttons. Attempting 


to execute a Dragon Punch with the control pad and then following it UP witha а 4 


press of the ₪1 button is likely to strain a finger. 


One answer to the control pad problem is d joystick. While joysticks а! аге close | 


to the arcade experience, they only go so far. The Twin Stick goes all the way. 


imagine a control panel ripped from the front of an arcade machine and you 2 5 


know what to expect. Set the Twin Stick on a table and get ready to rumble. 


The heavy back on the Twin Stick prevents excessive movement, even when two ` 
players are going at it in one of the hyperactive Capcom VS. series games, Two | 


= MSRP: 659.95 . 


Product: Memory Card 2X 
Manufacturer: interact/Performance 
MSRP: $14.95 


You may be wondering why a non- 
official, unlicensed memory card is 
getting a Platinum rating from us. 
The short answer is that the thing works, and it works well. _ 


The key to the reliability of the Memory Сага 2Х 500015 | 
simplicity and in its size. This is not a huge card with gobs | 

of compressed memory. There dre only 30 save blocks here, | 
accesible 15 at а time. When you first insert the card into a PlayStation | 
the first 15 blocks are accessible. To access the second 15 blocks you: 
press d button on the card itself. An LED will change color and the new 
blocks are now available. As far as the PlayStation is ао you 
simply changed memory cards. 


Є 


Using а button to change pages оп the card isa definite plus over . 
|| competing cards which use a controller key combination to change pages. | 
/^ Although a controller key combo can be more convenient for the lazy 
| gamers out there, those key combos can be difficult to remember if you. 
\ have multiple cards. The button rere is simple and iior preot 7 


The Memory Card2 is а product 

that is hard to dislike. it features 

30 blocks of uncompressed 
memory on two pages, is cheap and 
comes in five tasty flavors so you сап color-coordinate 
your cards however you wish. Don’t laugh! Color. cards | 
сап be a plus, especially when you have as many 
cards as we do! it is near impossible fo find ene кан 
а stack of 30 ог so identical-looking cards. 


The only real problem with the Memory “сага? is the rel 
а controller button combination to change pages. Whi 


_ pages depending on the particular game and. | controller in use, A 
pnysicai button on the Баса 15 always the preferred way to go. 


six foot cables connect the Twin Stick to your PlayStation and vibration motors | 


within the stick add extra “kick” in the games that support it. Our only complaint 
with the Twin Stick is the small, ball-topped joysticks. If the actual joysticks were 


just а bit longer it would have made complex joystick movements є easier to perform. | 
if you're a fighting game fanatic it is hard to go wrong with the Twin Stick. Arcade 


conversions have never played so good. 


Every game is like game 7. 


MARCH 2000 
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“SEND US YOUR 
: CODES AND WIN 


Each month we'll pick the best code 
% sent іп Бу our loyal and intelligent 
- readers and send that person a brand 
54 Spankin’ new copy of AGETEC’s hot 
ў. destruction game for the PlayStation, 


Armored Core: Project Phantasma or, if ў 


4, you're funky-funky, fresh, AGETEC's 
А5СІІ Sphere 360 (you decide). But 
` wait! That's not all: if you act now, we'll 
д: also include AGETEC's super stylish 
ў ASCIi Grip one-handed controller for 
4, the PlayStation, for your controlling 
› pleasure, PLUS twelve (12) free issues of ' 
- the best, the first, monthly dedicated ה‎ 
PlayStation magazine, PSExtreme, of 


% course! Whoa! That's a lot of cool stuff {9 


ў for just a code; what are you waiting 
‚ for? 


- We would like to take а moment to 
thank our special friend, Ed Long, from 

, Buena Park, CA, for sending us this 

* freaking nice code for Chef's Luv Shack. 

' Thanks so much, Ed, for the code. Your 

4' specidl awards are en route to you ма 

' special courier as your read this. Keep 

those entries coming, people. 


* Unlock ай mini-games 
lı Choose Cartman, and when you pick the 
number of rounds enter the following cod 
ў. 4#, 4, > ¥, 4, 4. A list of mini-games will 


appear. You сап use the 69 button to select „И 


опе. 


CONTEST RULES: Anyone of any age can enter. The only people not ` 
ДО eligible to win are employees of Dimension Publishing or AGETEC, their friends, 7. 
` family, pets and anyone they talk to or know of. Dimension Publishing reserves 4, 
the right to make any and all decisions regarding the contest. One winner per 
month will be chosen, at Dimension Publishing's discretion, based on the code 


or trick supplied by the entrant. if you win but do not specify, іп your code ”/4 


|, Submission, which prize you want to receive, then we will choose for you. 


it has come to our attention that some of the cod. 
readers were out-and-out stolen directly from www. 


Ju: 
Own. This is plagiarism. Get with it, peeps. Don't make youself look 
silly in print. 


Sponsored by 


Select a New Game and then select, it’s no picnic 
difficulty. Press 6) after the video, 
Enter ЖИ, +, 4, ¥, +, > > 2, EE. 


То access other areas in the arena press © near 
the entrance of the center area. 


Select versus mode and then highlight Method 
Man at the character select screen. Then, hold 
Select and press (B. 


Enter this code at the main menu, press Ф, ¥, >, 
» €, €, €, €, (9, 9 (9, ©. 


Select versus mode and then highlight Masta Killa 
at the character select screen. Then, holdSelect 
and press @. 


Select versus mode and then highlight inspecta 
Deck at the character select screen.Then, hold 
Select and press 69. 


Select versus mode and then highlight ОГ Dirty 
Bastard at the character select screen. Then, 
hold Select and press 9. 

Select versus mode and then highlight RZA at the 
character select screen.Then, hold Select and 
press 63. 


Enter the following code as a password. 69, ©, 


8, 8,0, 0,8 


To open the password screen, Press at the 
course selection screen. 


Enter HARESO as a password. 

Enter МАМОР! as а password. 

Choose single player and press © to get open 
the password screen. 


Then enter the password POQAKI 


Sink a hole in one on any hole to unlock the 
complete set of forged clubs. 


Sink an eagle on any hole to unlock the forged 
irons. 


Enter SECARE as a password. 


Enter PORASO as а password. 


When ап enemy uses a large attack at close 
range just hold ЕЙ and press ¥. 


To open the alternate costumes, go to Training 
Mode or 2Player Mode and simultaneously push 
®, Q, © while selecting a character. 


the tools of the trade 
ае 


Enter this code at the Title screen, press », €, 
4 >, 4, ¥, Ж. if entered correctly, you will hear 
а sound. 


Chose regular Goku and go into battle. Press: ®, 
+, ¥, 4, then O. 


Hold Select and press @ at the character select 
screen, and hold until the match begins. 


Enter this code at the title screen, press Gy, (Э, 


6, 6, ©, ®, ©, ©, ©, 0.0, &) (9). 


When playing as Vegeta or Majin Boo, press ,ל‎ €, 
¥,#, 69. This will do major damage to your 
opponent. 


Press ШЖШ, ШЕШ, CIN, then Start at the title 
screen. 


Hold Select while choosing a fighter. 


Enter SAD CLOWN as a name. 
Enter LEAD TO ROME as a name. 
Enter MAD HOOKUP as a name. 
Enter YOKOZUNA as a name. 
Enter TURN TRICKS as a name. 


Enter ZAKARY X as а name. 


On controller TWO, at the Press Start screen, 
quickly press Ж, Ж, ¥, ¥, €», €, >, ESE, БЕН. 
if entered correctly, the message Advanced 
Mode will appear in the corner. 


Press  Ш at the main menu, then type іп 
blgblk3s as a password. 


Press ШЕШЕ at the title screen then enter the 
password: NORLD3RS 


Press IEEE at the main menu, then type іп 
nOcr4sh as a password. 


Press ШЕ at the title screen then enter the 
password: NOh34ds 


While in the air, hold © and press d-pad in the 
following directions to the stunt. 
Pancake Whip Hold (9 * 
Superman >, ¥, > 

Bar Hop %, €,» 

Hell Clicker Ў, Ф 

Bonzai €, * 

Cliff Hanger *, ¥, Ф 

Cordova €, Ф, > 

Nothing Ф, 4, € 

Rear Fender Grab #, % 

Saran Wrap #, Ф, ¥ 

Side Heel Click ¥, €, + 

Can Сап ¥, Ф, + 

Superman Fender Grab 4, €, ¥ 
Vertical Fender Grab ¥, # 


Nac Nac € 
No Footer * 
No Hander 4 


Press Ф, 4, 4, 4, ¥, V, #4, ¥, ¥, ¥ а the title 
screen. 


Press 69, ©, (8 at the title screen. 


Press Start to pause the game and then press #, 
4, 4, +, КЕШ, КЕШ, КЕШ, с, 9. 


Press and hold the following ИШ, ШЕШ, ШЕН, 
ШЕН during gameplay. Then Just follow the 
sparks to the gems. 


Enter this code at the opening menu. Hold ИШ, 
EHA then press ®. 


Enter YES as an access code in the time trial 
option. Then enter any code from below. 


GOOBERS 
LOTSOFFEAR 
LOTSOFGEAR 
ABDUCTION 
ACKEDIN 
EDOMRORRIM 
BIGFLOATER 
MONKEYBIKE 


TOONITUP 


During gameplay press Pause and enter the 
following code. 
+ V, >, ШЕЙ ШЕШ ШЕШ >, «, + 


Pause the game, press and hold Select and then 
press WEN, 4, >, Ш 4. Release, then press апа 
hold Select again and press ШЕ, #,», ШЕШ, + 


Go to the house hub, pause the game, then Hold 
Select and presse, ¥, %, Ф, ». 


Pause the game, then press and hold Select and 
then press לי‎ ЕЙ, ШЕШ, +, KE. 


Pause the game, then press апа hold Select and 
then press 4, HES, €, ЖЕШ, > 


Pause the game, then press and hold Select and 
then press >, ИШ, +, БЕШ, ШЕШ. 


Pause the game, then press апа hold Select апа 
then press ШЕШ, +, >, ШЕШ, +. 


Pause the game, then press dnd hold Select and 
then press ©, ЕШ, KEN, ШЕШ, ШЕН. 


Choose one or two player at the main menu, and 
then press (9 to begin the game. 


Pause the game and press », Ф, Ф, ¥, ©, 4, ¥. 


1 ‚ newestand coolest codez right here for your cheat'n pleasure. 19 
> Warning: These codes won't work without a Game Shark. for “(і 
Pause the game and press ¥, €, ©, ¥, >, >, ДИ: te atest codez and info, geton the internet and check 
u www.gameshark.com, www.cmgsccc.com or 
> www.datel.co.uk. If you find a code doesn’t work, you may 
(+ need to upgrade your Game Shark. Check your instruction 


*manual for details. 


Enter one of the codes below at the Create 
Player menu to activate the corresponding 


player. Then go to Unlock Legends screen to е D0011A10 
activate player. арама 
PLAYER FIRST NAME LAST МАМЕ ДМ 520055874 
Dolph Schayes г бе? Shot CORSO 
George Yardley Yard Bird T decus. 
Harry Gallatin iron Horse לק‎ 
Larry Costello Cross Over 5000301 
Paul Arizin Pitchin’ Philli 300BF8B5 
Richard Guerin Play Maker 50004801 
Andrew Phillip Whiz Kid 300BF8F4 
Bill Sharman Charity Stripe А ALL 137 EVENTS IN OCCUR.....300BF8A8 
Bob Cousy B-Balls Cooz Н ADL 137 EVENTS IN CLEAR.....300BF8AA 
Bob Pettit Crash Boards М HAVE ALL ITEMS [NOTE 11.....50000502 
Carlo Braun Hard Wood 800BFADO 
Cliff Hagen Hook Shot М 300BFADA 
х 300BFADC 
PLAYER FIRST NAME LAST NAME 800BFADE 
Sam Jones Bank Shot 50001402 
Tommy Heinsohn Flat Shot 800ВҒАЕ0 
Май Bellamy Мо Comment $ 300BFB08 
Willis Reed Soft Touch 3008780 
Wilt Chamberlain Big Goliath 50000A02 
Bill Russell All Defensive Й 800BFB0C 
Elgin Baylor Offensive Force 50000Е02 
Hal Greer Jump Shot 800BFB20 
Jerry Lucas Lucas Layup ў 300BEB3G 
Jerry West The Mr. Clutch E02 
Lenny Winkins Player Coach ב‎ 
Oscar Robertson ^ Bucks Big O Ў pure 20044260 
PLAYER FIRSTNAME LAST NAME ו‎ 
John Науйсек John Hondo BLACKJACK 300BFAB4 
Julius Erving Doctor's in GRAPPLE .300BFABS 
Nate Archibald Big Tiny DOKA PIN . .300BFABG 
Pete Maravich Passing Pistol / BOOMERANG . .300BFAB7 
Rick Barry Foul Shot ў ICE BOOMERANG .300BFAB8 
Walt Frazier Cool Clyde GLACIER BOOMERANG .....300BFAB9 
Wes Unseld Glass Cleaner HAMMER .... .300BFABA 
Bill Cunningham Leaping Kangaroo { FIRE HAMMER . .300BFABB 
Bill Walton Shot Blocker TORCH HAMMER -300BFABC 
Bob Lanier Big Foot PIG BALL .. .300ВҒАВр 
Dave Bing The Duke » GREEN PANTS . .300BFABE 
Dave Cowens Red Head і FAST PANTS 300BFABF 
Earl Monroe Magic Pearl ALL OUTFITS/WEAPONS II.50000602 
800ВҒАВ4 
Ріауег First name Lastname 2 1: WITH THIS CODE, WHEN YOU FIRST 60 ў 
Earvin Johnson Magical Guard THE ITEMS MENU PRESS 11 TO TOGGLE | 
George Gervin Chilled iceman “THE SORT OPTION, IT WILL GIVE YOU ALL THE 
Charles Barkley Mound of Rebound TEMS. USE L1 ТО MOVE THEM AROUND IN 
Dominique Wilkins High Light DIFFERENT. ORDERS. 
Hakeem Olajuwon The Dream | Machine Ay ROAD RASH-JAILBREAK (68 V3.2) 
LAC" E MEE noon 
James Worth! Bi Game М = 
Karl Malone : Mailman Delivers руе EDEA ONG [NOTE 21 бор 
Kevin Metals алі Man ALWAYS WIN [NOTE 2] .300D577F 
Larry Bird celtics pride ( INFINITE NITRO . .300081ЕС 
Michael Jordan Come Fly With Me ^' STOP TIMER : `80005р48 
Moses Malone Free Throws РЇ NOTE 1: WITH THIS CODE, IN ORDER ТО СЕТ 
Patrick Ewing Player President IT ТО WORK, YOU NEED TO GET ONE WEAPON, 
Robert Parish Celtic Сте (ONCE YOU GET IT, THEN YOU WILL HAVE THEM 
ALL. 
Send all code submissions То: ‘NOTE 2: WITH THIS CODE, IT ALWAYS LETS 
EXECUTE 0 YOU WIN NO MATTER WHAT. EVEN THOUGH THE 
Dimension Publishing Г. GAME WILL SAY YOU LOST, WHEN YOU GET TO 
1175 Chess Drive, Suite E 1 THE STATS SCREEN, YOU WILL HAVE WON. 
Foster City, CA 94404 ` М аа 


or email us at: 


zer TIME == 
А. ок! ovt, TH 
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WWII-based tactical action with 
20 missions covering 6 terrains. 
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While certainly the buzz right now is ай about 
PlayStation2, there still are quite a few great original 
PlayStation games coming out this year. In fact, Sony 
wants to keep you interested in their 32-bit system a 
while longer (at least until the end of the year) and, as 
such, they have recently announced their Spring line 
up, which should offer something for every type of gamer. 
While their is nothing quite inspirational or innovative 
in the mix, there are a couple of great sequels, another 
kart-style racer, a skateboarding game along the lines 
of Tony Hawk, and a huge RPG. 


The sequel to one of our all-time 
favorite action/adventure games sees the 
return of the undead anti-hero, Sir Daniel Fortesque. Sir Dan has once again been awakened from his peaceful eternal 
slumber to fight a horde of foul demons and an evil occultist by the name of Lord Palethorne. Setamongstthe backdrop 
and times of gothic Victorian London, Lord Palethorne has discovered pages of Zarok’s spell book (the antagonist 
from the original Medievil) and is using them to cause his own brand of chaos upon the land. 

While not messing too much with the original’s style or gameplay, Medievil II sports a laundry list of new 
features and options. One of the key features of the game 15 the ability to utilize different versions of Dan. Certain 
levels will require him to use his new-found abilities, which include DanHand - Dan can puthis head onto the scurrying 
hands running about each level in order to enter small crawlspaces and tough to reach areas — Headless Dan — Dan 
literally loses his head in a few levels (thanks to an eager bird) and must use its perspective in order to locate it 
— and Dankenstein — Dan lends his head to a body built by атаа 
professor, then takes to the boxing rink against Palethorne's own 
contender. In addition, Dan will meet up with a new, kooky cast of 
characters, including a vampy Egyptian princess (Dan's love interest), 
astark-raving-mad scientist and an all-knowing ghost. Medievil 
Ilalso has anew arsenal of weapons designed to battle the peculiar 
cast of villains, which range from а gatling gun, bombs and a pistol 
to a blunderbuss, a torch anda сапе. Add that all up with new 
character moves, larger and more detailed environments, lots of 
puzzle solving, improved character interaction and enemy Al, as 
wellas plenty of sub-quests and mini-games, and Sony has the 
лаза ef а sed Ше winner come metis нему; 


Coming from the UK (where it’s been 
released under thename of Speed Freaks), Speed Punks ` 
is Sony’s nextkart racing game. Straight on the heels of the 


successful Crash Team Racing, Sony has picked up this gem па 
April 2000 from FunCom andis currently set to release it in April. 

Labeled asa"kartracing game with attitude”, this racing game 
features a cast of six wacky kids who have built their own customized 


vehicles and are double-daring each other to see who can ЖҒ 
1 / finishin first place. Speed Punks showcases a fast and vibrant 

graphic engine, 12 unique tracks to race on (each with a variety 6 

of shortcuts to uncover), а variety of game modes (league, 


tournamenttime attack and vs.), crazy power ups and projectile 
ін, weapons (including missiles, bombs, slime, machine guns, etc.), and a variety 
Б of hidden characters and karts to unlock and uncover. Currently going through the final tweaking 
process (the controls are being tightened up quite a bit), Speed Punks should be reviewable in 
۶ time for the next issu: г 


May 2000 


Hot on the heels of the success of Tony Hawk's Pro Skater, Sony is gearing up to release 
their own skateboarding game by the name of Grind Session. Capturing the heart and soul of 
this extreme sport, hardcore and virtual skaters alike will feel the exhilaration of hitting big air, 
pulling off the impossible, and riding the concrete waves — all to а hip, alternative soundtrack. In 
| the game, players will get the opportunity to compete in street and tournament competitions, jump 
|| half pipes and perform challenging tricks for skate magazine covers and videos. Capturing the 
/ arcade-style action of the sport, Grind Session offers ten different real-life boarders with wich 
to skate, including Daewon Song, Willie Santos, Pigpen, Jon Cardiel, Ed Templeton and Carabeth 
Burnside. All of all of their signature moves and animations are here, as well as hundreds of tricks 
that can be pulled off by button and pad combinations. In addition, Grind Session offers eight unique 
and fully interactive freestyle 3D arenas, featuring Van's Triple Crown skate park configurations. 
Some ofthe other features in the game include four single-player modes (tournament, freestyle, 
practice and training), a variety of multiplayer modes (vs., team play, competition, tech challenge, 
5-К-А-Т-Е, and endurance), sponsored and customizable gear, an intelligent camera with dynamic 
views for dramatic tricks and moves, and a cool replay mode with up-close and wide angle 
perspectives. Grind Session is scheduled to ship this May. 


May 2000 


This eagerly-awaited sequel to one of 97's best 
RPG'sis finally making its way to the States this May courtesy % 
of our friends at Sony and Contrail (the original developers £ 
of Wild Arms, and Legend of Legaia). Taking the bestfeatures 4 
fromtheoriginal and incorporating them into a completely @ 
newgraphicengine and storyline, Wild Arms ll promisesto ~ 
delightall role playing gamers while not disappointing fans of 
the original. The first and most noticeable difference between 
the two games is the new 3D 
з engine - gone аге the 2D 
maps, towns and dungeons, replaced with fully-rendered 3D worlds. In addition, 
players have the ability to control and position the camera for the best perspective 
during gameplay. Like the original Wild Arms, number two follows the trend of 
controlling three different characters, each with their own unique abilities, who | 
start out their quests on their own, but eventually come together. Other features 
inthe game include ingenious puzzles, an engaging 3D battle system packed with 
eye-popping special effects and a perfect blend of exploration and action — 
characters can pick up items, use tools, throw objects and place and ignite bombs. 
Expect this two-disc RPG to be hitting store shelves this May. 


Legend of une 2000 


Rightup there with the Final Fantasy series, Legend of Dragoon 
will easily be one of this year’s most eagerly anticipated RPG's. Having 
been secretly in development for the past three years by a team of over 
100 designers, artists, programmers and planners, this massive, four- 
disc RPG promises to plunge gamers into an enormous fantasy world 
and take them on an unbelievable journey, unfolding over more than 
80 hours of gameplay. While the storyline isn’t exactly clear, the game 

revolves around nine controllable characters, each with their own 

specialty, additional skills and Dragoon magic (which are associated with various elements - fire, water, wind, earth, light, dark, etc.). 

Legend of Dragoon combines over 40 minutes of stunning CG graphic cinemas along with high-resolution pre-rendered backgrounds, incredible special 
effects and 3D polygonal characters. The game features incredible special effects, more than 600 pre-rendered backdrops, andis said to maximize the latest graphics 
techniques andtechnologies available to the PlayStation. Gamers can expect hundreds of items to collect and use, hundreds of magic elements to gain and cultivate, 
quite a bit of puzzle solving, and an innovative tactical combat system (termed the "Additional System”) that will allow you to strike multiple attacks in one sequence. 


With its stunning cinematic graphics and deep innovative game design, Legend of Dragoon could be the last great RPG hurrah for the PlayStation this year. 
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ве: Codemasters, while not necessarily a household пате in the good ol’ US of A, is one of, if 
not the biggest software publishers in the United Kingdom. Founded in their family farmhouse back in ‘86 by 
brothers David and Richard Darling, the burgeoning company has grown leaps and bounds and now employs well 
over 300 people at the same site (which has been expanded and added to numerous times), as well as another 350 people 
worldwide. What Codemasters is most well known for іп the States is the Game Genie (the original "Game Shark") and their 
popular Micro Machines racing series. While they haven't yet made their mark over here, they are primed to do so with their 
latest PlayStation releases. In addition to the critically successful MTV Music Generator (which shipped in January of this 
year), they have a few other tricks up their sleeve. Below are three of their next games due out in the 2nd quarter. 


The team that developed Codemasters’ TOCA 1 & 2 have been hard at working putting the finishing 
touches on their latest racer, WIC World Racing Championship. Taking their experience from past efforts, 
WTC's developers are striving to bring home a much more broader, mass-appealing racing experience, 
offering up 23 internationally recognized tracks spread over five continents — including Laguna Seca, 
Hockenheim, Brathurst and Monaco — and 42 licensed cars from such manufacturers as Audi, Dodge, BMW, 
Alfa and Chrysler. Where TOCA was a very limited European-based license, WTC will attemptto spread out 
its appeal to both UK and US gamers. Some ofthe vehicles included in the mix range from Nascar- 
style stock cars to Audi's new Manx TT to the Dodge Prowler. In addition to the variety this racing 
title offers, WTC boasts a proprietary “momentum prediction engine" that allows for realistic car 
physics, authentic handling and spectacular crash dynamics — expect to “feel” the road and 
the other cars, as high-speed collisions and near-misses are all part of the multi-national 
experience. Striving for the utmost realism, WTC features “real life" engine sounds — which were 
recorded at an industry standard sound analyzing laboratory, a deformation damage system 
— vehicles will reflect wear and tear as well as take 
оп damage from collisions — anda reactive replay 
systemusing 360-degree time slicing and real-time 
ray traced environment maps. 

Speaking from seeing the game 
first-hand, WTC looks and plays great, 
sporting an amazing graphic engine that 
maintains a fast frame rate without 
sacrificing the typical pop-up most racers 
display. In addition, the game offers up 
plenty of eye candy, with specular lighting 
onthe cars, ultra-detailed textures and 
runs in the PlayStation's medium 
resolution mode. 

While WTC is entering into a 
genrethatis already packedto the brim 
(with most overshadowed by the Gran 
Turismo 2 monolith), Codemasters is 
confidenttheir newestracer willmakea | 
mark and І agree. WTC World Racing | 
Championshipis currently scheduledfor | 

aMayrelease with an msrp of $39.99. 


t) Aexperience in creating these mini-sized racers, Codemasters is just about finished 
! with their latest in the series (minus the Micro Machines license), titled Micro 
Maniacs. This top-down, multiplayer racing game forgoes the miniature cars 
this time around, however, and opts for pint-sized mutants. In the game, players 
willbe able to choose from eight main characters, as well as four bonus characters, «ай 
A astheyracetheir way to the finish line across a whopping 32 unique tracks. = 
| These “micro maniacs” slip, slide, climb, jump, karate chop and ба ей“ ; 
out for supremacy across a multitude of giant-sized environments ranging 
from the kitchen floor to the front yard. As with the past Mirco Machine #0 
\Y titles, the focus is on frantic, multiplayer racing allowing all ofthe characters 
ў to be onscreen simultaneously (versus the typical horizontal/vertical split 4 
screen mostracers offer). For the single player, Micro Maniacs will offer 
three modes of play which include championship and story modes. 
As with all of their popular Micro racers, Codemasters’ Micro 
Machinesisa blastto play and retains the award-winning gameplay and control 
Î their series is well known for while improving on the concept. The game will be „e 
) hitting store shelves this April with an msrp of $39.99 6 ше 
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Admittedly taking a chance оп а risky license, Codemasters has secured the rights 
to Iron Mike's name and his likeness and are working him into their already established 
Prince Nassim Boxing game (which has been under development for the UK market 
overthelasttwo years). While there might be a bad connotation associated with his name 
(heck, he was only convicted of rape, gnawed on an ear or two, beat his ex-wife and 
assaulted some pedestrians), there is no arguing that he is one of the most recognizable 
ү 'V sports figures of all time. The game, appropriately titled Mike Tyson Boxing, will 
include a variety of features which include career management and training 
modes, as well as a highly advanced character animation system. Its unique, 
physics-based fight engine promises much greater freedom of movement 
inthe ring and allows for a more realistic fighting experience. In addition, ^ 
the developers have implemented viewpoint and scoring systems / 
which are specifically designed to mimic the actual punishing physical 1 כ‎ 
effects of boxing. Some of the other features in the game range 4 
‹ м from а total of 90 boxers (including Tyson) in three different \ 
weight classes, Versus and Showcase modes, an arsenal of 12 
different punches (which can be thrown in combination via a free- 
form combo attack system) and secret, hidden characters to unlock. Mike 
Tyson Boxing will be available come May at a msrp of $39.99. ( 
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Oddworld inhabitants, the talented developers of both Oddworld: Abe’s Oddysee and 
Oddworld: Abe's Exoddus, have been hard at work on the next installment of their Oddworld 
series — Munch's Oddysee. All along, Lorne Lanning, Co-founder and President of Oddworld, 
has been stating that the sequel to Abe's Oddysee would be:a true 3D adventure (both 
titles were 2D games, dnd Abe's Exoddus was considered more of d bonus side adventure than а true sequel). What 
wasn't known was Munch's Oddysee was too ambitious for the original hardware and thus planned for the PlayStation2. As 
it stands now, Munch's Oddysee should be ready to roll out shortly after the PS2's American launch this fall. While there isn't 
much available in terms of specific information on this exciting title, Lorne has tdken the time to answer some frequently 

asked questions and spread a little light on the ongoing saga (quintology) of Oddworld. Below is some of the information, 
features, and ideas that will be implemented into the PlayStation 2 game. 


For starters, Munch's will be using upgraded А. М.Е. Technology which has been in both of the previous Oddworld titles. 
^. The A.LLV.E, Technology is what gives the Oddworld games the feeling of living, breathing environments where characters 
respond апа adapt to your actions. This new engine promises an exponential increase in life-like simulation compared 

to what was offered in the past, not to mention the quality of graphics and real-time 3D capabilities. With the additional 
Я audio memory the PS2 possesses, as well as the faster drive speed, Munch’s will be able to hold many more worlds, 
animations and advanced А! driving the inhabitants. 


4 As far as the character goes, Munch is а Gabbit — an amphibious, one-legged creature that hops on (and, 
Swims like а fish in water, uses his tongue like a frog and has jaws like a gator. In addition, he has an interface 
port implanted into his head, compliments of two surgery-happy Vykkers scientists. He can use this skull port to 
jack into technology and remotely control robotic devices. Just as Abe possesses living creatures, Munch possesses mechanical 
= devices, Не will Бе able to use his tongue like d flute for GameSpeak, and he's all about rescuing animals from traps, 
юць, Setting them free, then leading them to places where he can nurture them into bigger and better things that he 
(м \ can then use to his greater advantage. Like the game, controlling Munch will be a revolutionary step forward. While 
Ча» 5 Lorne апа Oddworld aren't letting the Scrab out of the bag, they are planning on taking full advantage of the 
^ Dual Shock's features. 


\ 1 While this is Munch's Oddysee, Oddworld hasn't forsaken Abe. He will also be in the game and have ₪ co-dependant 
' / м relationship with Munch. Both characters will need each other to progress through the game (Abe needs Munch’s 
| ر‎ ^, 
published һу: НА ( \ ) 
developed by: Oddworld Inhabitants 
percent complete: 30% 


help to rescue the Mudokon mom, and Munch needs Abe to help him get around — he’s in а wheelchair in the beginning 
and has limited abilities until he becomes healed) and though there is more than meets the eye in each of their 
_ motives, the dysfunctional relationship that they share ultimately helps them 


release: Fall 2000 тей р А, both become stronger and more compassionate characters. 
4 — Aa. That is most of the early information regarding this potentially ground-breaking 
EU - гі = „ new title coming out of the Oddworld camp. if anybody can pull off 


something this ambitious — at such an early stage in the first generation 
4 of the PlayStation2 — it's going to be Oddworld inhabitants. We will 
о Ж Lá 6 | keep you posted as the game progresses and will 

have much more to talk and show in upcoming issues. 
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Back іп 1998, Activision released Tenchu, a d 
game, atthe same time as Konami released Metal Gear Solid — probably 
the best stealth action/adventure game ever made. Fortunately, it 
seems that Tenchu didn't get lost in the hype surrounding MGS. Despite 
its brief length, and a few camera culties, it was well-received by 
the gaming public and by most critics. Last year, another Tenchu game 
was released in Japan but unfortunately it turned outto be the U.S. 
version (which had added two levels, a new move, and improved Al 
from the Japanese original). For those of us eagerly anticipating a true 
sequel, the wait is almost over! 

For those of you who are unfamiliar with Tenchu, here's the 411: 
The game was a third-person action/adventure, and you played a ninja 

in the service of a benevolent ruler. For the first time, instead of 

running through levels mindlessly hacking and slashing enemies, 

you actually had to act like a ninja! This meant sneaking from 

shadow to shadow or using a grappling hook to ascend to the 

rooftops. Your arsenal consisted of knives, throwing stars, апа 

smoke bombs as well as magical items which were earned after 

a good performance. The missions took place indoors or at 

night, and the moody soundtrack, sound effects, and drab- 

colored graphics recreated the atmosphere of feudal Japan. 
Tenchu 2 іѕ actually a prequel, taking place four years 

prior to the original game. You сап still control either of 

the original two ninjas, but now the missions differ for 

each character. New weapons include bows with 

exploding arrows, blow guns; апа ma items. More 

significantly, the characters have more abilities than before. 

You can now swim, you can search your fallen foes for 

items, and you can also drag their bodies away to conceal 

_ them. The game's engine is entirely new, so we can 
I hopefully expect to see some improved graphics as 

| Well as more advanced Al. 

The demo | played was too early in 
developmentto notice if some of the original's 
flaws had beenironed out — notably, poor voice 
acting and camera difficulties in cramped areas. 

developed by: B Muss | ы In addition, there was по analog control — 
ete: 75% ай” something which was presentin the Japanese 
- original but removed from the U.S release. Still, the new # 27 
weapons and moves were cool andit was simply exciting 
justto see a level I'd never encountered before. 

Thenew weapons and missions alone would probably 
make Tenchu 2 а ПИ with fans of the original, but the biggest 
attraction just might be the brand-new mission editor. That's 
right — players will be able to create their own missions and maps, 
placing objects and enemies and deciding how they will behave, 
and then saving their creations to a memory card. Granted, most 
level editors I've seen for PlayStation games pale in comparison 
to their PC counterparts (you can’t draw your own object bitmaps, 
for example), but the ability to create brand-new missions, no 
matter how rudimentary, will certainly add an enormous amount 
of replay value to the sequel. 

Tenchu 2 is ontrack for a summer 2000 release. We'll keep В 


you posted. { С Androvich 
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Psygnosis has always had a "hit or miss" record with their games. Looking 
back shows us some great games and some poor games, but there 
really isn’t anything in between. Recently though, the trend seems to 
be leaning towards the “hit” side of the fence, with games like Wipeout 
3, Rolicage Stage 2 and Colony Wars: Red Sun coming out of the company. 
Not coincidentally, two of the three games just mentioned were developed 
by the Psygnosis Leeds Studio. Wanting to find out more about this 
talented bunch we managed to snag five of the Leeds employees for 
а candid conversation about Red Sun. 


E: 
Simon S 


dpnathan Freedman Lead Designe 

Executive Producer - Colony Wars Red Sun 

Leeds Chris Но 

Dave белгіде, Lead Arti =ч. 
Ргодисег - Colony We 5 Red Sun =; 
Colony Wars Red Sun Mark Greba 


Designer = 


Colony Wars Red Sun- | 


member from the first two games invi 
this version. While this could have bı 
on, it soon became clear that this 
working extremely well. 


PSEx Do you see working on a sequel 

one? is it more difficult to create a 
to a popular one? 
17 A sequel is one of those exciting E 
the elements to be in place. i used 
producing feature films to incorporate 
to make Colony Wars: Red Sun that mu 
previous versions. it can be easier to make а 
ў havea strong property like the Colony Wars fran 


| 


д 4 


& you. By the same token you have to be very careful not to 
2 take away from the gameplayer the “familiarity” that they 
аге used to. A sequel’s success is, in my opinion, completely, by the 

оп can identify with 
njoyed from 


he 2nd instal 


A based on the theory tha 
j| lin areas of the 
% "knowledge of the да! 


A the Alien films was d perfect example 


г 


/ 
М was that 


Wars universe, bi 


їп Colony Wars: Red Sun... we do just 
game-playing public everything they 


whilst you still fly a starfighter, 
а lot of top-quality FMV, we've 


Р қат Бат td 
a t 


Me 


| development team took the film from one level fo а | 
level higher... they gave the public iat wed wanted. that really only the game can do them justice. 


| 
the previous two games plus offer up even то 
~~ A demo can be seen as restrictive if you refuse to 
build upon is already there. One of our first decisions 
Pue were not here to merely fit into the Colony 
expand it as well. A lot of sequels are, sadly, 
somewhat lackluster. One of the reasons for this is that it is rather 
a tricky job to do — if the original game is good enough to warrant 
a sequel, then how on earth do you improve on it? indeed, what 
do you dare change, in case you alienate the fans who are expecting 7 it would be a lie to say that there are never disagreements 
a ‘bigger and better’ version of their favorite game? So, it’s 
large y a matter of attitude. Our goal was to produce Red Sun 
ава ‘Spinoff’ rather than a straight sequel. Same universe, but 
different characters, settings, and its own individual style. Similarly, 
low а lot of stuff up and watch 
imped the structure to cater 
for players who want to explore the tes m offered game effects — after all, these are the player's instant 


a семого 
CONVERSATION WITI4 
THe DEVELOPERS оғ 


the Colony Wars universe and feel, at least a little, as though they're in control, 
id that, ultimately we have always been confident that if the heart of 
Пу Wars — space combat — kept beating stronger than ever, then Red Sun 
iumph, in some ways, it’s a lot less stressful when Шш know what your 


Colony Wars: Red Sun appears to be much improved over 
What differences are there between the graphic engine 
previous games? Is the game engine in Red Sun 
а rework of an older engine? 
апа environment 


the previous 
used in Red 


or for Red Sun. This meant that the 
Біесі5 was much improved and сот 
ode in general, we were able to m: 
pressive. The new engine allowed for 
and the application of transparency mode: 
things, lights shining through windows о! е of ships. The textures 
ind themselves are much more detailed ecially designed VRAM 
editor allowed us to make far greater use of the PlayStation’s 
texture space. An animation extraction system was created 
mers allowing for a greater number of animating 
objects in walkers, ground troops and the likes. The 
опт! ог gave the artists far more control over 
lighting, planet sizes and effects, and allowed us the freedom 
create layered transparencies for anomalies and nebulae. - 
Chris could go on all дау - the improvements аге so great 


г past 
nt of 
the. 


е offer the 

PSEx: How difficult is it to find а nice compromise between 
visual quality and game speed? Does one always have 
priority over the other? Ever have any disagreements 
between the art team and the programming team over 
what can and can’t be done? 

MC Well, before Dave jumps in with the “producer- d [ 
speak” let me just say this: the only overriding priority 

is that the game plays well in all aspects — it doesn't matter 
how you get there, as long as you do. 


between departments — the best way to overcome this is to 
get round а table and agree on the best solution. As with the 
development of most games — time is almost always the 
deciding factor. it should also be remembered that the 
graphics are not totally art driven — Red Sun had one 
programmer almost exclusively working on the visual in- 


rewards for a job well done and аге а very important part of the game. 


PSEx: Colony Wars: Red Sun seems to be a pretty ambitious project. Were you able 
to incorporate all the ideas from the original design document into the game or 
did parts of it hit the cutting room floor? 

` There are always ideas which sound fantastic on paper, but don't quite work in 
practice, or simply have to be dropped because they ‘give’ less to the game than 
they ‘cost’ in time, which is better spent on must-have features. We took a ‘plan long 
— develop short’ route with the game, ds we could as 
early as we could without comp 
it’s a balancing act, and мед е 


is convenient given that you are 
То give too much away), Valdemar 
the whole galaxy over the course 


-— Valdemar doesn’ 
him. in the broader 
is just a pawn та! 


| Colony Wars games, the Colonial Navy and 
portrayed as both villain and savior (the 
ial Colony Wars and the League was 
y in Colony Wars: Vengeance). in Colony Wars: Red Sun is either 


` There's d whole web of warring factions in Red Sun, all whom the 

player could fight for or against in the course of the game. None 

аге particularly savory, but ultimately it’s the journey of the mysterious 

‘starship, Red Sun, around which the plot and Valdemar's destiny 

„ evolve. The League and the Navy are there, of course — hammering 

away at each other during the Vengeance war — but you have much 
bigger fish to fry this time! 

To a certain extent we've kept with the Colony Wars ethics 

that neither side is good or evil — they both believe that they 

are right — but in the case of Red Sun their battles аге а 

backdrop to the really important events that are unravelling 


around you. 


PSEx When designing d дате like Red Sun, how difficult _ 


is it to keep things consistent? For example, you want 

to create new ships, but you don't want them to be too 

radically different from previous titles in the series. 

НУ Did this present any challenges for the design апа art 
teams? 

Î Not really, the league and Navy in CW1+2 are 

two factions in a small part of the universe 

AY and we were mostly dealing with the variety 


f of factions that exist in the galaxies 

7 dround them. Red Sun has over 20 

М М, different factions each with fleetships 

Я - N and fighters and many of them 


having bases and tanks and 
walkers — more than 180 
models in total. Each faction 
has it’s own style and as such we 
weren't limited by the previous titles. 
SS: From a design perspective, consistency of interface is 
really the key. From such simple things as keeping a broadly 
similar control configuration to the whole flight model for 
the player's fighter, the game needs to behave in a way that 
/ sticks to rules established by the other Colony Wars games. 
! it’s not so much а challenge as опе of the essential details 
3 of any development process. 


PSEx The background music 
in Red Sun is beautiful. Who 
is performing it and where 
was it recorded at? 
Іп line with the 
mandate fo treat this 
project like а big 
feature film, the call 
was made to have our 
in-house musician Gary 
McKill write a score for 
an orchestra to play. The 
next step was to hire a 

conductor and the BBC Orchestra to play the amazing compositions «Шам еседей 
it down at the BBC studios in Birmingham. 

2 Our in-house musician, Gary McKill (who has previously worked with the likes of 
John Carpenter on other projects), did a lot of the work organizing this and along 
with John Reid (Leader of the Orchestra) showed it was possible to get this done 
on time and within budget. The music was written by Gary and orchestrated and 


conducted by iain Sutherland; we used the 70 strong Midland Symphony 
Orchestra to record the music at BBC studios in Birmingham. The session 
lasted for six hours and created around 30 minutes of music for the game. 


PSEx: What is the inspiration for the Colony Wars universe апа for Red 
7 | Sun specifically? What do you count among your influences? 

5 There's all the usual, Star Wars, Star Trek, blah, blah. Personally, İ tried 
to borrow as much as | could from the mood of Stephen Donaldson’s superb Gap 
series of novels. | reckon they're the best thing ever to happen to ‘space opera’ and 
well worth anybody's time and money. A bit like Red Sun then... 


PSEx: Any hidden goodies that we should be looking for? 

—' New guns, new missiles, new ship — oh, and the secret mission where you have to 
rescue а nubile princess from а degenerate porn-baron whilst being telepathically 
ес of a lurid nature. Gives d whole new meaning to ‘frustrating 


bombarded with 


п, we'll never get it passed if they find out! 
out three months overdue for a week or two in the sun, 
ге sticking to it. 


ns setup in Red Sun? We understand that the player has 
loose. How do you keep the story moving forward? Are 
сі multiple endings) for the game? 

letely linear. Yup, no multiple paths, although there are different 
defeat FMVs for each stage of the game (see if you can find them all!). But in between 
А and B, you can do any of the available missions whenever you wish. Ultimately you'll 
have no choice but to ‘follow your destiny’, but there's nothing to stop you taking 
your time about it. We've also allowed the player to save the game at any stage, 

so there’s no need to worry about losing а whole slice of progress. 


РЗЕк After Wipeout 3 and Colony Wars: Red Sun what's next? Are you going to continue 
on with PlayStation development or make the jump to PlayStation2? Any PlayStation2 
stuff in the works yet? 

27 We are very pleased with what we have accomplished here on PlayStation 1 in 
our studio’s short, three-year lifespan. Both Wipeout 3 and Colony Wars: Red Sun 
are excellent games that fruly grab all corners of the game-playing market. On 
the issue of PlayStation2, | can tell you that we are very excited about this powerful 
platform and are currently in development on two NEW titles that are unlike anything 
you have seen to date. i'm not able to tell you anymore than that, but | will say 
that these two games on PlayStation2 are being created with a strong mix of Design 
& Technology. The trick on PlayStation2 is to not get too caught up in the amazing 
technology it offers by putting Design & Gameplay as a secondary issue. Both need 
to run side by side and be pushed to the limit. Look for these two very epic original 
titles out of the LEEDS Studio in the not too distant future. 


Special thanks te Charlotte Panther тат ге”. 
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f „7 ара "mr SmackDown! 
| THEY DON'T, FORGIVE, рози 
AND THEY DON'T FORGET T 


Make friends then break 
them as you roam 

from the boiler room to the 
kitchen. 


Call upon your allies for help 
and then climb over them as 
you kick, grapple, and 

People's Elbow your way to 
the top. 


Backsiage Politics 


Special Guest Referee 


As faithful readers 
of PSEXtreme are aware, | ат а 
big fan of Syphon Filter, The game, which 
recently won PSExtreme's "Game of the Year" 
award for 1999 (and a number of other magazines), 
continues to be оп my play list. in addition, because of 
my pending responsibilities for both this feature and the 
Official Strategy Guide (co-authored with Greg), | have gone 
back and once again beaten the game on its secret “Hard” difficulty 
level. Now, having done that, and having done it countless times in 
iting the guide, | am ready to bring you the details on this much- 


ilter 2 is а great game, not straying too far from the original 


who played the original il 
the glass dome). it offers 21 Missi 


in the one-player game). 
The story picks up from where the original game left 
has been infected with the Syphon Filter virus and the Agents 
Logan dead, to facilitate the massive Agency cover-up that is in 


| secret lab facilities. И seems that the Agency is using both Phagan and Xing to 
powerful strain of the virus — and the virus is up for sale to the highest bidderNjan's only hope 
for survival is that Gabe finds her in time, and that he has found a vaccine for the virus. Н 

will take Gabe and Lian from Colorado to Moscow and New York, fighting off Agency о] 


ШІЛ, 


5 


Le CLL ils freelances her spy skills 
the side of right Teresd proves to be invaluable as 
eyes and ears during their Missions. 

The adventure begins with Gabe and his 
т 5 d Chance, the CBDC Agent that Gabe encoun 
Washington D.C. in the first game, on a C-] 
Colorado. The transport is shot out oj 
= and you take control of Gabe and pafrachute down to a high point 
in the Rocky Mountains, You lose gfiumber of men in the attack and 
must find Chance (if he's still дубе) and get off of the mountain alive 
— and this is just the begiprfíng. As you play (you аге able to play 
as both Gabe and Lian in8F2 — each has their own specific Missions 
=“ to accomplish), you wif disarm a bridge, escape from an airbase, 
taking out one of су'ѕ key men іп the process, retrieve crucial 
a Syphon Filter dafa discs by shooting another Agency guy off of a 
helicopter, а member of the Russian Foreign intelligence Service 
ion, fight off Agency operatives in a Russian disco, go 
е Pharcom Expo Center, get involved in shootouts between 
ján Militia and the Agency, protect МУРО. S.W.A.T. team members, 
much, much more. 

In accomplishing your Missions there are a number of weapons 
(most are carry-overs from the first game) and gadgets that 
you must employ to make it through alive, including d number 
of lethal firearms (9MM, Shotgun, Sniper Rifle, Nightvision 
Rifle, 45, HLL, M-16, etc.), non-lethal weapons (Air 
Taser, Crossbow), and explosive devices (Tear 
Gas Grenades, C-4, M-79 grenade 
launcher), not to mention a large 
cadre of useful items 


n, including Jason 
in the attack on 
transport headed for 
е sky by Agency fighters 
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that you will find along 
„ the way (Camera 
Scrambler, Transponder, 
Flamethrower). You also 
have а number of moves | 
that stay consistent with 
the first game, and ап 
additional one in that Gabe now has the ability to jump across chasms and from object to object. 
The gameplay is а nice balance of shooting action and stealth movement — with both being equally 
shared by Gabe and Lian. There are a number of missions where you will begin with no weapons, or that 
require you to make it through using only silenced or non-lethal weapons — including one where Gabe is 
disguised as а scientist as he moves through the Agency's top secret lab located in a economically 
depressed area of New York City. 
еге is no question about it, Syphon Filter 2 has everything а good sequel should: more of the 
safena plot that stays consistent with what was developed in the original and just enough new stuff 
2 playeħgnd playing as Lian) to keep things interesting. That being said, Syphon Filter 2 does һауе a few 
weaknesseshat were not present in the original game. First of all, the level design is much more linear, 
taking away Фі of that sense of "what should | do next” that made the first game so appealing. 
And the environments аге not as expansive, no doubt а by-product of the cinematic scripting language _ 
that moves the plof¥grward, and that keeps the game moving in a linear fashion. The worst 
offense in this area is when you are running in the streets of Moscow and you will turn а corner 
only to find an invisible “мап the middle of the street that keeps you from progressing further... 
Come on! How about a blockad&er a dead-end alley? in addition, the game has only one difficulty 
setting ("Hard" mode is accessed rough a cheat (see next issue's EXecute section), and the 
enemy Аі can be questionable at time&(example: two enemies standing abreast, you take one 
out and the other doesn't move). Altholgh there are a number of challenging moments in 
the game, on the normal difficulty setting its usually a matter of dying a few times until 
you figure out what the game wants you to до, then doing it. Once you figure out such а 
sequence, it won't challenge you when you return һе game and want to play it again. 
Finally, without giving the plot away, | didn't get ‘the ending. The final boss has а 
number of opportunities to kill Gabe during the game, Бе plot doesn't give him 
any motivation for keeping Gabe alive until the end. That beiftg said, the final boss = 
confrontation is one very cool battle — particularly when enhancétkn Hard mode. | ^ genre? Action/Adventure 
in the end, while there are a few weaknesses in the sequel (understandable, 4 published by: 989 Studios 
given the fact that the development team at Eidetic had less than a уедо. | developed by: Eidetic 
get the game ready for market), Syphon Filter 2 is top-shelf entertainment, 
featuring a large number of levels, interesting characters, a great blend COMPATIBILITY 


of shooting and sneaking and a ton of cinema and voice to drive the Р Б Analog Control | ПЕТ Vibration Function 
plot along. Although it might be less of a challenge than fans P а қ b 4 ESI ese] Bresse" М 
of the original were expecting, it is а lot of fun, and the 4 . BOTTOM LINE e 0 | 


addition of a two-player game and the ability to play as 
Although a little easier and more linear than ей 


Lian gives Syphon Filter 2 added variety and lasting 
power — а nice way for 989 to bow out and for ||, | was expecting, Syphon Filter 2 gives fans most 
the PlayStation's last year to begin. p of what they wanted in a sequel: a large number 
= ае p of Missions, both shooting action and stealth, 
David Uinding 9 апем two-player deathmatch game, the ability 
Р to play аз Шап іп а number of levels and, 
Р ultimately, а cool plot that forms a bridge to 
= PlayStation2 and Syphon Filter 3. 


origin: USA 
# of CDs: 2 
available: Now 
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For new gamers introduced into the world of 
Syphon Filter, how does Syphon Filter 2 fit 
in with the original's story line? 
Darren Yager: Exiled from the world’s 
most powerful secret organization, Gabe 
Logan and Lian Xing are the world’s only 
hope of stopping the sale of the Syphon 
Filter virus to the highest bidder. 
Threatened by a group of terrorists who 
aim to purchase the virus and unleash 
global destruction, Gabe and Lian Xing 
must battle not only the most deadly 
commandos on the planet, but America’s 
intelligence force ds well. Utilizing the most deadly high-tech 
weaponry ever designed, players enter the tense world of 


>. А CANDID CONVERSATION" 


WITH БАРРГН YAGER, SENIOR PRODUCER OF 


Gall ІШ ат ШЕТ) ри fà 
БЕ | MGG 


stealth and intrigue where it's not who you know, but who's 
on your side. Beware the enemy within! 


: How did you come up with the back-story for the game? 
Were you inspired by recent events with China and stolen 
technology? 

DY: Yes, we were inspired by the recent 
Chinese spying events that we've been zm 
following in the news during the last <= 
year. One of the foreign policy questions — ® 
that | think we will have to answer in 
the next decade, is “how does a 
government control the actions ofa и 
private, world wide corporation, that 
has no sense of loyalty to any one 
country?” As corporations become 
more and more profit oriented, and their 
modes of operation become more global 
(i.e. raw bio-goods are harvested in South 
America, processed in labs in Europe, and 
sold as finished bio-products in the US), they 
will become more autonomous. Who will police 
them? And, according to which country's ш 
national interests? it will be interesting to 
See. 


: Is this the same team who worked 
on the original Syphon Filter, or is the 


Syphon Filter 2 group entirely new? 

DY: For the most part, the original Syphon Filter 

team has returned for the sequel. This has 
allowed us to streamline our efforts and 
made for a fairly clean development process. 


is it difficult working on a sequel to 

such d popular game? Did you see the 
original's success ds d help or a hindrance? 
Any worries about nof being able to live 

up to the first game? 

DY: The original's success has really helped our 
marketing efforts, as the hype from the original has 
continued throughout the past year. The game developed 
avery strong stable of fans and has catapulted the title into 


М 


ап dred where її can truly be considered mass market. We 
аге not worried about living up to the high standards of the 
original; Syphon Filter 2 has so many exciting new features 
and tremendous gameplay enhancements that we feel it will 
carry the Syphon Filter franchise to new heights. 


Tell us а bit about the two-player mode. Why 
did you decide to implement it in the game? 

DY: When we were first starting to look at what 

we could do to enhance the original Syphon 

Filter, a two player mode was a no-brainer. 

в We've heard from so many Syphon Filter fans 

who enjoyed the weaponry and explosive 

nature of the original and who really desired 

а two player arena to showcase their skills 

versus friend. We have 20 unique two player 


arenas included in Syphon Filter 2 that will test players’ 
abilities to survive in various locales with differing amounts 
of weaponry. This provides the game with a great deal 
of depth that, with the addition of the single player game, 
should allow for many hours of action-packed excitement. 


PSEX: You’ve added а new playable character to the game 
— Lian Xing. Why shift the focus away from Gabe? 

DY: Lian Xing’s character was primarily а support character 
in the original Syphon Filter. She primarily was used for 
mission briefings and intelligence info. in Syphon Filter 
2, given the fact that Gabe and Lian Xing are both being 

hunted by the Agency, it only made sense that Lian Xing should be able to fight 
for herself, as well as continue to assist Gabe. Her role is much more defined 
in this game and she shows that she can kick some serious Agency rear if given 
the chance. 


PSEX: What makes Syphon Filter 2 different than the first? Any new features? 
DY: The development of Syphon Filter 2 really began during the original's launch 


when we were deciding what to include in the sequel to a game that was 
already getting a lot of hype. The addition of new, lethal weaponry is a big 
part of Syphon Filter 2, as Gabe and Lian Xing can now utilize more than 25 
weapons and gadgets such ds a crossbow, tear gas launcher, combat knife 
and rapid fire shotgun, as well as items from the original like the nightvision 
rifle and М-16 assault rifle. The two player mode and playable Lian Xing 
character will be a huge addition, as will the 21 thrill-packed international 
environments that are very challenging. Character movements have been 
improved, 05 Gabe and Lian Xing can now walk, jump dnd ride atop moving 
vehicles in addition to the standard movements from the original. Enemy Ai 
has also been greatly improved with а new scripting technology, 
allowing for highly intelligent terrorists and Agency men. 


PSEX: What about the weapons? in the original game Gabe 
had some pretty awesome toys. Would you mind telling our 
readers what they can expect to find in Syphon Filter 2? 
DY: We really focused on the weapons and gadgets in Syphon " 
Filter 2, as fans of the original expressed their love for the 
variety of weapons included. This game definitely doesn't 
disappoint with more than 25 high tech weapons and 
gadgets, including new items such as а hand taser, 
crossbow, duto-fire sniper rifle, rapid fire shotgun, 
combat knife and nightvision goggles. Gabe and 
Lian Xing have at their disposal the most deadly 
arsenal ever designed. = 


PSEX: Аге the enemies any smarter in Syphon Filter 

2? What have you done to improve the Ai? a 
DY: Yes, they are more intelligent. We've created 

а scripting system that enables the designers 0 
layout alternate scenarios for enemy Al, making 
them seem as if they're reacting intelligently to the 
player. 


PSEX: is the Syphon Filter 2 engine an updated version of г 
the original or is it a completely new rewrite? 

DY: We are still using last year's engine but have done some 
major tweaks to increase performance. 


PSEX: What is the expected rating for Syphon Filter 2? 
DY: Syphon Filter 2 has received an “М” or Mature rating 
from the ESRB. 


PSEX: Are you worried at all about making a ‘violent’ game? 
Was there ever any consideration of ‘toning down’ the 
game to secure a lower rating? 

DY: We are in full compliance with the ESRB on all ratings. 


PSEX: Speaking of ratings, how do you think video games 
compare to movies? Do you think that games are looked 
at more harshly than а movie with similar content? 
DY: The video game marketplace is becoming much more mass market and 
has felt the heat from President Clinton, Congress, etc. to make less violent 
products. Video games and movies are both entertainment mediums that 
leave impressions on viewers, however one could make the argument that 
everything leaves an impression on people, be it a book, television commercial, 
music, etc., so maybe the focus should be on stronger relationships within 
society as possible solution. 


PSEX: is Syphon Filter 2 going to be your last game for the PlayStation? is your 
next game going to be on the PlayStation2? 

DY: We are still defining our future launch plans for the Syphon Filter franchise 
and nothing has been determined at this time. However, the success of this 
franchise mandates that we look at any and all opportunities that may present 
themselves... 


PSEX: What is your favorite memory of the Syphon Filter 2 development? 
Any good stories to relate? 

DY: The best has to be the press event we held in Arizona playing paintball. 
Seeing some guy gun down my boss at point-blank range with a paintball 
gun was harsh. That looked painful. 


PSEX: What do you play when you're not working on Syphon Filter 2? 
DY: I’ve been playing on-line games like Qauke3 and Unreal Tournament and 
whenever possible, | try to make it to Golfland for some Tekken Tag. 


PSEX: When can we expect Syphon Filter 2 on the shelves? Will our readers be 
able to find a demo anywhere? 

DY: Syphon Filter 2’s demo is currently at many retail stores. in fact, some 
pre-sell promotions that we've been holding have involved a Syphon Filter 2 
demo giveaway. The full Syphon Filter 2 title will be available March 14th. 


PSEX: Any last thoughts that you'd like to add? 
DY: We are thrilled to see Syphon Filter 2 arrive onto the 
store shelves. We planned big things for the player and hope 
they enjoy what we worked so hard on the last 12 months. 
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THE EVIL SWINE RETURN 


JUST BECAUSE YOU'VE GOT THE HAIR, 
DOESN'T MEAN YOU'VE GOT THE POWER. 


BEAT THE CLOCK, JUMP THE TROLLEY, 


SORRY, TOUGH GUY, BUT THERE'S 
ONLY ONE 10084. AND HE'S ON HIS 
WILDEST ADVENTURE YET, 


WWW.PLAYSTATION.COM 


empire interactive 


SPEEDBALL 2100 


Wow... and who says you can’t go home again? When a press release states “A huge hit on the Atari 
ST and Commodore Amiga”, you've got to ask yourself if you've just entered the Twilight Zone. Huh? The Atari 
ST? That was а neat little 16-bit computer, but it’s like, more than a decade old? Who even remembers 
that far back? And can anything from that era even stand up to today's wiz-bang 32-bit techno wonders? 
Maybe if they take the time to bring the title into the next generation. Basically, Speedball is being billed 
as d “cross between the NHL and Rollerball”. Grab the metal ball, avoid tackles, and throw it into your oppo- 
nent's goal. The anticipated excitement over the release of this game can only be matched by that which 
occurred when Psygnosis released their own futuristic alternative sporting game on the PSX (about three 
years ago), “Professional Underground League of Pain”. There’s gonna be a hot time in the city tonight! 


may 


hasbro 


ACTION MAN 


september 


We may have never heard of Action Man 
(we're told he's the UK equivalent to Gi Joe) 
around the palatial offices of Dimension 
Publishing, but Hasbro has and is bringing him to 
these shores in the form of a PlayStation adven- 
ture game. The adventure begins in a world of 
espionage dnd intrigue where your goal is to defeat 
the evil Dr. X. Multiple worlds await you in your 
adventure, from а desert laboratory to Dr. X's 
secret ice base. Within these locations there are 
driving, flying and underwater modes, each with a selection of Action Man gadgets and outfits to per- 
sonalize your quest. The action is brought to you in full 3D and sports some nice special effects. This 
category is pretty full on the PlayStation these days, so Action Man is going to have to distinguish itself 
in order to gain the attention of the veteran gamer. Since the game is aimed at the younger end of the 
PlayStation demographic, that might be a tall order indeed. Look for more details in the coming months. 
Action Man is scheduled for a September 2000 release. 


MR. DRILLER 


Namco has always been regarded as one of the premier developers in the video game business 
who typically develop high-profile, triple-A titles, Because they are so highly regarded, they also have 
the ability to take risks on “niche” games that might not wow you at first glance, but are really fun 
to play when given a chance. Mr-Driller-is-such-a-title-Mr-D-is'a puzzle game that has the main 
character drilling down through a myriad of worlds buried under a number of colored blocks. The two 
main challenges, and the things that make it a “puzzle” game, are the need to keep the top from falling 
down on you vid linking the same colored blocks to form a protective ceiling, and the need to find oxy- 
gen so the canary doesn't die when you're deep in the tunnel. We can't help but think of Dig Dug when 
looking at this game. On the surface, it may seem a little odd, but we're betting it’s just what the jaded 
PlayStation gamer needs to get him through the doldrums on the way to the launch of the next gen- 
eration system. The game is set to ship in May, Look for a full review next month. 


activision 


ubisoft 


X-MEN: MUTANT ACADEMY 


RAYMAN 2: THE GREAT ESCA 


| swing across canyons, and even climb along horizontal surfaces 


ішпе | 
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Originally being programmed іп 
the UK, Activision’s X-Men wallowed 
in developer limbo for over two years until the publisher decided to scrap the 
project and make a fresh go of it with Paradox, the Thrill Kill/Wu Tang gang. From the 
early build brought around to our offices (said to be only three months into the рго- 
duction cycle), it’s evident that Paradox knows what they’re doing... and doing it quite 
well. in the game, players will be able to fight as ten of their favorite X-Men спаг- 
acters for the first time in polygonal 3D, including Wolverine, Cyclops, Gambit, Storm, 
Beast, Phoenix, Magneto and Sabertooth. Based both on the comic book and the 
upcoming movie, would-be super heroes will get the 
chance to battle it out across a variety of familiar 
arenas, from the war-torn streets of the future (com- 
plete with Sentinels flying in the background) to the 
virtual hazards of the Danger Room with each match 
set up by Professor Xavier. The game will feature three 
modes of play — Academy Training, Arcade and Versus 
— unique moves and attributes for each character 
and loads of eye-popping special effects. 


june = 


Rayman 2: The Great Escape, is a 
3D action-adventure game that stars 
Rayman, a nimble & fleet-footed char- 
acter that sold a gagillion copies of his first title. The sequel has graphics that are 
as detailed as any hand-drawn sets we've ever seen. Rayman’s world includes pirate 
ships, rainforests, waterfalls, caverns, swamps, rivers, giant whales and more! The 
basic premise in Rayman 2 is to search the different levels in order to find all 1001 
Іште (as we understand ії, а ‘lum’ is like a glowing piece of light, or an ‘orb’) of har- 
mony, battling many enemies and freeing many friends along the way. As Rayman 
releases his enslaved companions, they will help prepare him for the final battle to 
save the world! To help maneuver through the massive levels, 
Ubi Soft gave Rayman the ability to master many different moves. 
Some of the things Rayman can do include jump, swim, helicopter 
through the air using his ‘hair’, climb rocks, hang from trees, 


like ivy, spider webs, and other rocky surfaces. While the PS уег- 
Sion Наз а lot to live up to (especially when compared to the PC 
and Dreamcast), we’re confident Ubi will pull it off. 


hasbro 


FROGGER 2 


We pride ourselves here at PSExtreme for being the only magazine to predict 
and accurately portray the appeal of Frogger for the PlayStation. in case you didn’t 
know, Frogger is one of the best-selling games in the PlayStation library (selling over 
three million units world wide). The game shipped in November of ‘97 and, as of December 
of ‘99, is STILL in the top Теп data. Well, after that kind of success, it’s a no-brainer 
that Hasbro has decided to release a sequel. Frogger 2: Swampy’s Revenge adds new 
levels and challenges, as well as a new girlfriend, Lillie, to help the little green amphib- 
ian get through his new challenges. Don’t expect any new revolutionary gameplay, 
just more of the same addicting fun you found in the original with enhanced graph- 
ics, new environments (Frogger in space?) and new multi-player modes for up to four 
players simultaneously. The game will launch in September of 2000 at a very аНгас- 
tive price point of $29.99. 
You can expect numer- 
ous updates until then 
іп the pages of every- |” 
one’s favorite Frogger 
magazine, PSExtreme. 


september 


If this game is any indication, eventually ALL TV cartoon shows will have their own PlayStation game! 
Nickelodeon's “CatDog” is making its way to the PSX, and fans of the show will no doubt be thrilled to tears. For 
those of you not as hip as some of the younger crowd, CatDog is а hybrid creature that has the front end of a cat 
and a dog on the back end. if you haven't seen it, you may be a little disturbed the first time you do! The story 
revolves around Dog's favorite toy, an action figure by the name of Mean Bob, and the fact that said toy has been 
tossed away. CatDog is on the hunt trying to find it, and the action takes you through several varying locales of 
the city of Nearburg (just South of Farburg). There's the Dog Pound, the Better Bottom Boutique, the Каупу Krunch 
Cereal factory, Taco Depot, the City Dump, and the Streets of Nearburg (a Quinn Martin Production). The six 
levels include а total of 18 sub-levels, giving CatDog plenty of area to roam in the fully 3D world of the game. 


One of THE biggies this year will definitely be 
Neversoft/Activision's Spider-Man, which is cur- 
rently headed for a 2nd quarter release. Using a 
highly modified version of the Tony Hawk engine 
(which, in turn, is a heavily modified version of 
| the Apocalypse engine), Spider-Man looks incred- 
ible and plays just as well. As a free-roaming, 3D 
action/adventure game, players will be able to 
employ all of Spidey's trademark moves and abil- 
ities, including web-slinging, wall-crawling, agility 
and Spider Sense. in the game, you will have to utilize the Webslinger's super strength.and.superior wit to 
battle all of his arch-enemies (including Scorpion, Lizard and Dr. Octopus), as well as solve а variety of puz- 
zles and stay one step ahead of the law. Some of the familiar settings in the game include the Daily Bugle, 
Times Square and a New York bank. Spider-Man will also be able to use his web shooters in a variety of 
offense and defensive ways. There is the classic trapping, yanking and zip line webbing, as well as an impact 
web that knocks baddies off their feet, a web dome that will protect Spidey as well as explode into flak 
and web-spikes. Sporting an amazing graphic engine, tight gameplay and one of the most ambitious cam- 
ега systems to date, you should definitely keep an eye out for this one folks, it’s going to be huge. ‘Nuff said! 


activision 


STAR TREK: INVASION 


Star Trek: invasion can best be described as Colony Wars set in the Star Trek: Next Generation 
universe — not surprising as some of the production team worked on the Psygnosis series. As with Colony 
Wars, Star Trek: invasion features objective-based missions and allows players to pilot several different 
vessels. Weapons? The familiar photon torpedosand:phasers:are here of course, with their unmistak- 
able sounds, but there are also many other weapons at your disposal such as mines and bombs. Villains? 
How about the Cardassians, Romulans, and Borg. And what would d Star Trek game be without an inspir- 
ing soundtrack? While the version we previewed did not have the familiar ST:Next Generation theme music, 
it did have an impressive score which sounds like it could have been taken from any of the movies or 
series. And don't worry about celebrity impersonators doing the voice-overs-both Michael Dorn and 
Patrick Stewart reprise their Trek roles in the game. Could it get any better? Well, actually, yes! Star Trek: 
Invasion also features a two-player cooperative or combative game for mutliplayer fun. 


square/ea 


Ok, we're guilty of previewing Square's 
Vagrant Story more than a few times with- 
in the pages of PSExtreme. But, it merits the extra coverage - it’s that good. This preview is cour- 
tesy of the Japanese beta our friend Lisa was kind enough to send to us, and from playing through 
the first few hours, it’s evident that this is a special game. While the story line unfolds in Japanese 
(we'll leave the setup for the next preview), we certainly can comment on the cool gameplay. 
Vagrant Story could be characterized as a mixture of action/adventure, exploration and role play- 
ing. Like an action game the main character can jump, lift himself up to higher elevations, throw 
switches and open doors, dnd pick up/shove objects. Like an RPG, 
there are a variety of items, weapons and armor to discover and 
equip, magic to use and experience points to gain. The combat 
system is similar to that of their Parasite Eve games, where 
you pull up а “bubble” around your character when in close prox- 
imity with an enemy, then choose which portion of the body you 


absolutely gorgeous, showcasing some of the most detailed 
and gorgeous graphics ever seen on the PS. More to come... 


Finally making its way to the 
PlayStation this March, this update of 
the 80’s coin-op classic will be fairly 
faithful to its arcade cousin. Featuring everything the current coin-op has and 
more, the PS version looks and plays pretty well, considering the arcade уег- 
sion is powered by a 3Dfx graphics accelerator. The 3D engine is crisp and col- 
orful and there’s little loss in the graphic quality and frame rate, even in the four 
player mode. For those not familiar with the game, Legends pits you and three 
other adventurers against hordes of demons, ogres, skeleton warriors, the occa- 
sional boss, and a variety of evil creatures in a quest to rid them from the land 
while collecting magics, rune stones 
апа treasure. While the gameplay is 
fairly basic, Gauntlet Legends is fun 
апа engaging, providing hours of bat- 
tle and exploration. Unfortunately, a 
reviewable version of the game came 
in just as we were going to press. Expect 
a full review in next month’s issue. 


іп the grand tradition of Sim City, comes EA’s new “you build “ет” game, Sim Theme Park! The 
PlayStation has had it’s fair share of “you build “ет” titles over the past five years and, amazingly, 
they have all done fairly well. in Sim Theme Park — as you might have already guessed — you get to build 
your own park, run it and ride your creations. You will have four different themes to choose from: Space 
Zone, Lost Kingdom, Land of Wonders and Halloween. Within the different parks you'll have complete 
control over the day-to-day aspects of running this risky business, From the rides to the concession 
stands to the amount of loops on а roller coaster, you control it all. Їп addition to the rides, you also 
get to control the side shows, shops and employment issues of your devoted “carnies”! Like those that 
have come before it, Sim Theme Park is а complete exercise in design and management and, at the 
end, you will reap what you sow! Sim Theme Park is set for a Spring release and, knowing EA, will 
probably be out by the time you read this. Look for a full review next month! 


"...еаѕіїу the most realistic and challenging skater yet" 
Official U.S. PlayStation Magazine -August 1999 


Over 100 tricks to pull. 


Legendary skate spots including China Banks, the 
Venice Beach Pavilion, Brooklyn Banks and more. 


5 competitive multiplayer and tournament modes. 


The best video game soundtrack ever compiled 
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Colony 
Wars: Red Sun is 
the latest chapter in 
the sci-fi saga which began 
in 1997’s Colony Wars. in the 
original, you played an anonymous rebel 
pilot fighting for the League of Free Worlds 
against the tyrannical Colonial Navy. in the sequel, 
1998’s Colony Wars: Vengeance, it is the League which 
has become oppressive, and so you played the role of a pilot 
named Mertens seeking revenge for the Navy. Now, the final 
battle between the League and the Navy is imminent — the 
perfect opportunity for faceless alien entities to annihilate 
the entire human race! You play a mercenary named Valdemar, with 
no loyalty to either the Navy or the League, but whose destiny it is to 
somehow save both. 


it’s a compelling plot, but of course a good storyline will only get you 

so far. Thankfully, CW: Red Sun has the gameplay to back it up. There 

are fifty different missions to undertake, each with multiple 

objectives, and a total of eight ships to purchase and upgrade. 

The dogfighting action is fast and furious. No space combat series has ever looked better, 
and the orchestral soundtrack really draws you in. 


The fact that you are now a mercenary, rather than a member of the League or Navy, 
dramatically changes the structure of the game. in the original, the missions were 
presented in a “flow chart” style progression. That is, subsequent missions became 
available (or not) depending upon your success. Failure meant that the mission storyline 

took a different path towards one of the five endings. it caused а bit of frustration in 
that, if you wanted to get to the “best” ending, you had to replay the extremely difficult 
missions over and over. 


CW:RS abandons that structure for a “hub” design. There are 
five different solar systems which act as hubs for missions. in each 
system you'll be offered a variety of tasks to perform. Some assignments 
come from the Navy, some from the League, and some from various crime 
syndicates. You can accept or decline each of them at your leisure, depending 
on whether or not you like the objectives (or, more likely, whether or not 
the job pays enough). Money talks in CW:RS because, unlike the prior two 
games, you need to purchase and equip your own ships. Lest you think 
there is no structure at all, at least one of the missions you can select 
from will have an “engram link.” This is a mission that will advance the 
storyline — with the help of FMV sequences — and which “marks the true 
path to your destiny.” 


in the prior two games, | often found myself stuck on the same mission 
for hours — unable to figure out the key to victory, and therefore unable 
to progress. Here, if you fail a contract mission, you simply lose the 


bounty you would have been paid. No longer are there 
several different endings to the game either. If you lose 
M фк ап “engram link" mission, the result is total annihilation. 
That's motivation! Fortunately, you are given an infinite 
amount of tries to replay the key missions. in addition, it 
seems that the level of difficulty has been taken down a 
notch or two. Seeing as how the biggest complaint with 
the first two games was that they were frustratingly 
hard, this is а good thing. 


Red Sun includes ground-based missions, 
which were introduced in CW: Vengeance, but 
they still suffer from some serious fog which obscures your view. Nevertheless, they are 
а nice break from all the outer space dogfighting. One thing | really liked about this 
game was the variety. While most missions still fall in the "escort and protect" or "seek 
and destroy" category, there are assignments such as joining an illegal hunting expedition, 
competing in a death race, and so on. The game has a slightly humorous real-world 
feel to it, with advertising slogans for the various ships and weapons, crime families 
offering you d piece of the action, and even a malevolent corporation called Unisoft and 
its leader Bill Gates ...i mean ...Kane. 


Even some small flaws have been changed for the better. Your radar now shows targets and 
enemies in red, allies in green, and neutral objects in yellow — more intuitive than the prior green 
enemies and blue allies. The explosions of large ships look nicer than before, and these capital ships 
now have animated gun turrets which must be destroyed separately (creating a target within a target). 


it's hard for me to come up with any negative comments! Dogfighting in three-dimensions can be 
a little confusing at times, and there is no inertia so you'll have to constantly adjust your engine. 
Despite the easier difficulty overall, and the fact that NPC's often give instructions, some missions 
are puzzling and you'll have to play them a few times over before you figure out what you are supposed 
to be doing. With the unlimited continues, though, this isn't too problematic. | guess my main complaint 
is that, despite the new additions and fine 
tuning, CW: Red Sun isn't a quantum leap from 
₪ the last game. That seems to Бе the case with 
n ו‎ 2072 most sequels, especially the third game па 
А 1 series. If the original is а hit, the sequel can 
А == -- succeed on the name alone (Tomb Raider 2 
anyone?), but by the third outing players want 
пан to see something new. Usually the designers 
== have already been able to do as much as they 
wanted to, and sometimes (as is the case here) the original design team 
has moved on. 


This is not to say that CW: Red Sun is а boring game, or that the new 
designers have done а poor job — it isn’t, and they haven't. But you 
can only improve upon near perfection so much. After playing 
it, | had that sense of “deja vu" all over again. The new 
additions and fine tuning from the prior games were 
welcome, but there wasn't the same sense of 


awe | felt when playing the original for the 2 As with the previous 
first time. episodes, CW: Red Sun 
showcases what the PlayStation 
can do in the hands of talented 
developers. It looks, sounds, and plays 
like an epic motion picture. The only 
downside is that th not much new under 
the [red] sun... but it still comes highly 
recommended. 
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is it me 
Р ог does it seem 

that Playstation WWF 
titles have been lacking 
when compared to their Nintendo 
counterparts? THQ, and their latest 
title developed by Yukes (makers of the 
Touken Retsuden import wrestling series) look 
to change all of that. 


WWF: Smackdown features a good selection of current 
wrestlers and modes. Enter the season mode, or participate 
in an Exhibition match. Create your own wrestler, and take 
him through the pre-season mode to see if he’s good enough 
for Vince McMahon and the WWF. Smackdown’s story mode element 
brings a new aspect to your career. Through the story portions you'll 
be forced to make career-affecting decisions. Make friends with Triple 
Н? Accept Billy Gunn's offer to attack Vince? Accept the advice given to 
you by Test? There are numerous cut scenes for you to watch and 
interact in including wrestler interviews, attacks, wrestlers 
calling each other out, and wrestlers being attacked and then 
saved. You'll make friends and enemies, and watch various feuds evolve. 


Exhibition mode includes d variety of matches, including many of the изиа! 
match types and three that might be new to you: | Quit, Special Referee, and Anywhere 
Falls. i Quit matchs are like a normal anything goes match, except that you'll find a 
microphone outside of the ring. At any point during the match you сап grab the mic 
and try to get your opponent to "say" i quit. There аге no wrestlers voices present 

however, the match will either end or the wrestler will "kick out" and resume fighting. 
in a Special Referee Match you choose апу two wrestlers, and then d third to act as 
the special ref. it's then up to decide how to call the match. Count fast for your 
friends, or slow for your enemies or call it down the middle. You can even choose to get 
physically involved in the match! Remember WCW Mayhem? You 
could go through the entranceway to the arena and fight in a "backstage" 
area. Smackdown takes this to the next level by letting you fight in various 
rooms just like а геа! arena! Start in the ring, from there you'll fight 
on the entranceway. Move through the entranceway and you'll find | 
yourself backstage, where you can move to а hallway, kitchen, parking 
lot, or boiler room. Load times as you move from room to room are snap | 
quick, with the only thing missing being the occasional friend or foe | 
lurking to interfere in the match. 


Smackdown's moves are executed with a button press and the 
controller. At first you'll only be able to use your light moves. As the 
match goes on and your opponent becomes groggy, you'll be able to 
access more damaging moves. All of these moves cause your power 
meter to grow. Once it's full you'll see a green light indicating that you 


н ЕТА 


The match starts, 


сап execute your special finishing move. When your 
opponent is standing up and groggy a little Smackdown 
logo will fly by letting you know you can hit your finisher. 
in some ways this move system limits the number of available 
grapple moves. There are still a lot of running, rope, and 
ground attacks available though. You'll also be able to 
counter all attacks, as well as simply side-step out of 
the way. Did | mention how fast gameplay is? 
BLAZINGLY fast, the action is quick inside and 
SES outside the ring... even with four wrestlers. 


Smackdown also includes a PPV mode that 
allows you to create your own matches in an attempt to get the largest ratings. 


i've saved what i consider to be the best and worst for last, the Create-A-Wrestler 
mode. its here that Smackdown does seems to falter ever so slightly. Though you 
have d large number of "pieces" available, you'll have to make do with only being able 
to choose from Head, Upper Body and Lower Body. There also don’t seem to be a 
lot of pieces (Head and Body) that are similar to other wrestlers. You'll also find that 
you can’t preview the moves as you individually select them. Still there is alot to like here, 
including options such as: Personality, Fighting Style, Character, and Logic. in creating 
your wrestler you'll assign points to various categories (Speedy, Technical, Rough-Neck, Powerful). 
Assigning these points makes moves in those categories available. Do you focus on Technical? Become 
а High-Flyer? Additionally you can pre-dispose your wrestler towards categories by making him 
Average, Technical, Powerful, etc. The final step to creation comes 05 you progress through the pre- 
season mode (you must before you can enter the full season mode with your C.A.W.). You'll gain 
additional points and based on your interaction with various WWF wrestlers gain additional 
intangible strengths and weaknesses. | ended up with a wrestler who had problems with Test and 
Mark Henry, was а Powerhouse, but was weak against Technical moves. 


All of this with looks and sounds to boot! Wrestlers are accurately modeled and have some of 
the best fully-animated facial features ever. 
That’s right, fully-animated... eyes, mouths, 
grimaces, etc... this title literally SCREAMS 
for voice. While there are no wrestler voices 
or commentary, the crowds REALLY get into 
your matches with cheering and camera 
flashes. Each wrestler comes out to his or 
her authentic theme music and Titantron 
entrance. While | don’t want to spoil them 
for you, РИ say that the entrances are unique and probably very 

different from what you've come to expect. 


i'm high on Smackdown! While the CAW feature could give you more 
control over the physical aspects of your character, it gives you 
alot of intangible options. Also, as our game systems continue 
to grow in power, commentary and wrestler voices are 
going to become expected as the norm. Even lacking «o 

52 


t 
ו‎ 


these Smackdown presents some new 
benchmarks that any title that follows 2 Smackdown is easily the 
will have to at least equal. best wrestling title available 
on the Playstation. While it 
М. 


it’s good mix of wrestlers, a 
modes and story sequences keep things 
sting. It’s quite easy to smell, what THQ... 
is cookii 
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| have always been а big Robotech and Gundam fan — 
basically almost anything anime or manga. Giant robot cartoons 
and videos were always my favorite, however. Growing up ds a kid watching 
Space Giants and Giant Robo on television, | remember looking forward to a 
future where our military would have a special task force that consisted of pilots 
operating these giant mechs. Of course, | dreamed that some day | too would be one of 
those pilots... and i'm still waiting. Until then, playing Armored Core: Master of Arena will 
have to do. 


When the first Armored Core game was released, | thought it was a dream come true and, quite possibly, 
one of the best games ever to make it to the PlayStation. | loved the fact that the game allowed the player to 
customize the Armored Core units in almost every aspect, from the head, arms, legs and weapons, to color and 
creating your own insignia. It was obvious that a lot of thought went into the game and, for its time, the graphics 
were pretty impressive. My only gripe was that the HUD took up too much screen space, especially in the two 
player, split screen mode. The second AC game, Project Phantasma, not only took care of that problem, but 
added a number of new features, including more missions, harder Ai, linked battles (two games, two PlayStations, 
two tv's & a link cable) and an Arena Mode. in this mode, players could battle against other Ravens, one AC unit 
| FER against another, registered in the Raven's Nest. if victorious, players could move up the ranks earning either credits 
| ж 4 ЖЕН or parts as their reward. This, І thought, was one of the coolest features іп the game. 


Another year has gone by and here we are with the third installment in the series. Actually, Armored 
Core: Master of Arend is more of a beefed-up expansion of Project Phantasma, with more focus on 
the arena aspect. And there's nothing wrong with that, especially since the game offers quite a lot 
in terms of features which are pretty much the same, but much, much more defined quantity- 

wise. For starters, AC: MOA comes with two disks, offering 19 new missions, 150 arena competitors 

in 11 different classes of competition, and 170 weapons and parts (27 of them never before 
seen). As with Project Phantasma, you can load your Armored Core unit from any of the other two 
previous games апа see how well it stands up against the tougher enemies іп this version. On top 
of that, unlike Project Phantasma where you need two copies of the game for link battle, the second 
disc for AC: MOA can be used to give you that option instead of having to spend the extra cash 
for another copy. The missions are more difficult due to the pumped up Al, and some appear to be 
modifications of missions from Project Phantasma. Again, nothing wrong with that 05 long as the game 
offers the variety and challenge you would expect an Armored Core game to deliver, and believe me, the 
later missions will give you all the challenge you 
need — and then some. 


Like | stated earlier, Master of Arena is pretty 
much more of the same, just loaded with more features. 
The game controls the same and shouldn't be too 
difficult to overcome for first time players. i feel 
that From Software could have tweaked the controls 
alittle more to make the mech respond more quickly, 
especially when turning. Certain camera angles where 
the AC unit blocked the entire field of view should also 
have been addressed. The first Armored Core had fairly 
good graphics for its time, but that was almost two years ago and 
it appears that From Software hasn't done anything to upgrade the 
graphic engine. You would think that with some experience under their 
belt in developing for the PlayStation, they could at least have 
improved upon the graphics. My guess is that their focus is 
more on the PlayStation 2 development right now, and 
Алу йаа efie ifii ero for that I'll make an exception... this time! The 
games will undoubtedly be game's sound effects have not been touched, 

more than satisfied АС: MOA. ES which is fine because the previous 
Though it doesn't really bring anything games satisfied my aural 
new to the table, the gameplay has 

always been pretty solid. For those who've fixations. 

never really played the game, rent it first before 
you decide to go out and buy it. You're either gonna 
love or hate this one. 


Por Ninya 
жо Stalker 


Behind the simple, cutesy 
enblen hides an aggressive 


COMPATIBILITY AC/pilot combination nith 


the {їгеронег to prove it. 
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When the original Rollcage hit the shelves last spring it was 
a bit of a surprise. The concept of no rules, go anywhere, combat 
racing was fairly original and the implementation was great. it was a game 
that stood out from the pack, even though the PlayStation market was plenty 
crowded. Now, one year later, Rollcage Stage Іі has appeared and is ready to take 
the place of the original. 


With Stage Іі developer АТО has essentially taken a "more is better” approach, and for this 
game it worked. There wasn't much wrong with the original game and, aside from а few minor tweaks, the 
core gameplay is still the same. if you enjoyed playing Rollcage, you'll be able to jump right in with Stage ii. 


As racing games go there isn't much of а story, but then again there really isn't a need for one. The ultimate 
goal in the game is to win. The difference is that you are fully-armed, there are plenty of obstacles on the track, 
and even d few shortcuts to help you out. Races dre not won and lost on sheer skill alone. Luck plays d major role, 
as does the ability to fire а well-placed shot. Many times the difference between first and second place is а 
missile that was fired off right before the finish line. 


Rollcage Stage Іі has two major modes of play. There is Classic Racing, which is identical to the original game, 
and there is Total Racing, which scores you on your combat ability as well as your racing ability. Classic Racing features 
the full contact weaponry that you would expect, but the only thing that matters is crossing the finish line. if you finish 
first, you win. in Total Racing the stakes are a bit different. Because you are also being scored on combat ability 
it is to your benefit to attack an opponent, even if it slows you down а bit. It is possible to finish in third 
place, but still rank first for the track so long as your combat score is high enough — just as it is possible 
to finish in first, but be ranked second because your combat score was too low. it is not for everybody, 
but advanced players will appreciate the challenge offered by the Total Racing mode. 


Other modes of note offered by the game, include а Two-Player Challenge, a Time Trial, an 5 
Arcade Mode and а Scramble Mode. Scramble Mode is somewhat similar to the license tests in = E == 
Gran Turismo. Each track in Scramble Mode has a certain objective, and each track is floating in 
space. You must complete the objective in order to move on to the next track. Scramble Mode is 
actually great practice for the rest of the game. 


Control is identical to the original Rollcage, but the cars have been tweaked a bit in order to 
make gameplay less frustrating. Іп Rollcage it was almost a certainty that if you flipped the car 
you'd end up facing the wrong way. Here in Stage || the flips seem а bit more natural. You don't find 
yourself spinning in circles nearly as often. The 
"sticky tires" also seem to have been corrected. it 
is now possible to drive away from an obstacle with 
gas ease. in the original you would stick to obstacles, like 
а fence, unless you carefully backed away. 


m: " The crazy-hyper-realistic-techno-acid-trip 

visuals have been kept for Stage Іі, and they are just 
as vibrant as ever. The motion blur feature has also 
redppeared, making the game d mess of flying colors. 
іп order to make the game а tad bit easier it is best 
to play with motion blur off until you've mastered the 
tracks. Once you're а Rollcage master though, turn on the motion 
blur and impress your friends. it really is something to see. 


Continuing with the drum-and-bass theme from Rollcage, Psygnosis 
has once again given us а soundtrack worth listening to. АП of 
the tracks are provided by artists from the Moving Shadow 
record label. The tunes are completely driveable and 


the bass beat goes wonderfully with all of the Ж Ао h Soge ential 
₪ at rent from age, 
in-game explosions. there are enough new features 
to warrant calling it a sequel. 
Owners of the original game will be 
quite pleased with the new challenges 
found in Stage ЇЇ, especially some of the crazy 
tracks in scramble mode. If you’re looking for 
just another racing game you should stick to 
something a bit tamer. If you're looki 
equivalent of monster truck racing, thi 
vp to the Rollcage theme of “по rules racing. 
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So you didn’t buy a Dreamcast on 9-9-99, and now 
you're wondering if you missed the boat. Well, my friends, 
Midway is bringing the boat to you. 


As with most arcade racing games, Hydro Thunder's premise is simple 
— win the race! The unique element here is the need to acquire power-ups 
which add either four seconds or nine seconds of booster power. Without using 
the boosters, you won't be able to win no matter how skillful you are in navigating the 
obstacles. The boost icons are not always found out in the open either — you'll have to locate 
secret shortcuts through ship hulls, under waterfalls, and so on. Although the boats generally 
follow the laws of physics, this is no boating simulation. Hydro Thunder is pure arcade action. 


Much to my surprise, the PlayStation version looks, sounds dnd plays very much like the 
arcade/Dreamcast title. АП the original boats, courses, shortcuts and secret areas are intact. 
While you wouldn't confuse the two in a blind taste test, the designers have done the best possible 
job of getting a 32-bit system to play a 128-bit system's game. The reflections on the water and the 
lens flare effects are beautiful and the game moves at a fast pace. initially, you'll be captivated by 
its beauty. Unfortunately, the honeymoon doesn't last long. 


Even the best players will eventually bump objects, jump boundaries, or smack the sides of the courses, 
and that's when all polygonal hell breaks loose. There is some clipping, collision detection difficulties 
where boats pass through supposedly solid obstacles, and a few glitches where your boat 
can get stuck in the environment. As you open the more difficult courses, with backgrounds 
that are much more detailed, the frame rate takes a hit. On the one hand, i'm glad the 
developers made as exact a translation as possible but, on the other hand, if the Dreamcast 
experiences slight slowdown on these very same tracks, what chance does the PlayStation 
have? Perhaps at this point the designers should have opted for courses developed 
specifically for this version. 


As with the original, the gameplay is not very deep. You can’t buy upgraded parts 
or race the courses backwards or at different times of the day. New to the PlayStation 
version, however, is а Circuit Mode. You start with a bank account of $1,500. The initial 
three races have an entry fee of $500 each, the medium races set you back $1,000, and 
50 on. Finishing d race nets you а $3,000 prize for first, $2,000 for second, and $1,000 for 
third (which doesn't increase with the level 
z of difficulty). The object is to see how much 
money you сап amass before your bank account 
runs dry. While not entirely original, it adds another 
level of interest. Still, once you’ve placed high 
enough in а race to unlock the next set of courses 
and boats, there is no incentive to race the prior 
courses again. There is also a two-player contest, 
which is surprisingly fast, but it sacrifices detail 
to maintain speed. it is also much harder to 
navigate the advanced levels because of your 
limited split-screen field of view. 


| couldn't save my records in the Time Trial mode — hopefully 

this is a beta problem. As with the Dreamcast version, after 
finishing an Arcade Mode race you aren't given d chance to 
quickly replay it but must work your way through four 
menus before racing again. There is also no 
explanation of the characteristics of each boat, 
Even though ннн litle nor is the boat you used matched with 

the record you set. But these are‏ ו 


to say that Hydro Thunder is the best mostly minor annoyances. 
PlayStation boat racing game. It captu 
the look and feel of the original. Some clipping 
problems and slowdown, esp 
advanced levels, mar an otherwise great game. 
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PC gamers have been enjoying 3DO's popular Might & 
Magic series for years, while PlayStation owners have been completely 
left out in the cold. Sure, we had Final Fantasy to keep us glued to our 
TVs, but the grass is always greener on the other side, right? It was only natural 
for curious console adventurers to wonder what all the fuss was about! 


Well, along comes 3DO with its first Might and Magic game for the PlayStation, which 
promises to satisfy our craving for a taste of that old medieval magic. Significantly different 
than its PC predecessors, the game takes place in а fully 3D world and emphasizes hack-and- 
slash action over role-play. But does Crusaders have what it takes to keep players engaged? The 
answer is a halfhearted "Yes," because the game could have been so much better if 3DO had taken the time 
to polish it properly. Graphically, Crusaders would be looking pretty good if it wasn't for its feeble frame 
rate, which is far too noticeable at times. Hallways seem to chug by at а sndil's pace, spell effects slow things 
down considerably, and the cheesy synthesized music stutters along with it. The voice acting is campy but 
decent, although dialog is sometimes clipped short by the next sentence. 


The player is cast as Drake, a wisecracking warrior with a dry sense of humor and а trademark scar on 
his face. The FMV intro reveals that Drake was the only child to survive an attack on his village by The Legion 
of The Fallen, which continues to terrorize the land 20 years later. it seems the vile creatures have been sent 
to wreak havoc by the evil wizard Necros, master of the dead. Drake has become the vigilant protector of 
the innocent, and the story begins with our hero being captured and escaping from the enemy stronghold. 
What follows is а series of quests to unfriendly realms, where you battle everything from dwarves 
and ogres to stone elementals. Along the way, Drake acquires a small arsenal of weapons: a mace, 
battleaxe, long sword, war hammer, throwing axes and exploding gems. New attacks are 
gained with experience points, and the more you use a particular weapon, the more proficient 
you become with it. The same applies to the limited number of spells at your disposal: fire storm, 
lightning, snap freeze, heroism, regeneration, deadly swarm and mana (magic) shield. it’s not 
the staggering selection you'll find in some other fantasy games, but it's enough to keep the 
combat interesting. Of course, you'll need plenty of health, restore and mana potions if you 
plan on surviving for very long. 


Beneath its flaws, Crusaders is actually a fairly fun and challenging game. The control interface 
takes a little while to master, but before long you'll be cleaving your way through hordes of foul 
creatures like a battle-scarred pro. Although the action takes place in the third-person (like Tomb 
Raider), the first-person “mage sight” is very 

useful for targeting enemies at a distance. The 
analog thumbstick makes it pretty easy to move 
Drake around, but the controls are occasionally 
sluggish, which means that you'd better get used 
to dying. There’s nothing more frustrating than 
repeatedly hitting the button to take a health potion 
during a battle, only to watch yourself die before 
it ever registers. it's enough to make any warrior 
consider hanging up his armor! The enemy А... is 
similarly bizarre at times, as creatures often get е 

stuck against walls, in doorways, ог simply run around = 
in circles while you throw 20 axes at them. During one particularly SCORE: 

vicious fight, | was getting my butt kicked апа my resources were Е 

being seriously depleted, so | hot-footed it up the hallway and 

waited for my pursuer in the next room. Sure enough, he 

got stuck in the doorway, enabling me to fire storm % 

his ugly mug until it was crisp. Far too often, such Despite its cheesy music, | br 
tactics work better in battles than standing questionable frame rate and | ^ 


your ground and duking it out. occasionally sluggish controls, 
Crusaders of Might and Magic 
somehow manages to offer an 
enjoyable challenge to adventure-starved 
gamers. However, its relative lack of depth 
means there's really no reason to play it again 
once you reach the end. 


ТЕСТІСІ 


within. Stronghold rages on, my 
Dunit pass the barricade. The artillery is 
marder. 
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Are you looking for a fighting game with an original 
twist? Ever picture yourself choosing as your main character... 
а dog? Looking for a fighting game that includes a deep story mode, 
outrageous characters and flashy special effects? Are you down for а game 
that is just plain WEIRD? If so Jojo's Venture just might be the cure for your ailment. 


Let me try to describe Jojo. Is it a first-person shooter? Is it a Final Fight-type 
side-scroller? 15 it а poker game? Is it а Gradius-type shooter? 15 it a test of reflexes 
game? Yes to all of the above. Confused? Jojo's Venture is a fighting game different from any other 
you've probably played. Packed with characters, Jojo contains а few main modes — Versus, Training, 
Arcade and Story. Versus and Training modes being self-explanatory, the Story mode tells the tale of the 
main character, Jojo. it seems our hero feels he's been possessed and imprisons himself. With the help of friends 
and family he realizes that his alternate self or “Stand” is actually an aid. He also discovers there are evil 
“Stand-wielders” about and seeks to put an end to their evil. The story of this journey is told in a combination 
of written dialogue, in-game cut scenes, voice-acting and drawings. Along the way you'll make decisions that 
branch the story, participate in a variety of mini-games and fight using various characters. You dre given a 
score after each match. This contributes to being able to unlock additional characters and modes. Arcade 
mode is similar to Story, yet it revolves only around the character you've chosen. 


With all this emphasis on mini-games you might be wondering... where's the beef? (well... maybe not). 
Jojo's contains а pretty advanced fighting engine. You can choose to fight opponents with or without 
your Stand activated. Without the Stand, you'll still have combos and various moves available. 
With the Stand however, you've got someone who's stronger, faster and has it's own set of special 
moves. There's Push-blocking, Dodging, Guard cancels, Stand Appearance Attacks — similar to 
how your partner enters attacking in the vs. series — Tandem Attacks — where you input commands 
for your Stand to attack then take back control of the main character while the Stand 
attacks independently — and Stand Control — where you'll forgo control of your main character 
completely (they will stand in a trance, but are vulnerable to attack) and control the Stand. 
Each character and Stand has his or her own life bar. The Stand's life bar, however, can be 
recharged, by deactivating the Stand. If you deplete all of the opponent Stand's meter you will 
temporarily cause it to dissipate. 


Gameplay and graphic-wise Jojo is crazy; it features some bizarre-looking characters and 
special attacks. Characters will shoot at the TV screen, as well as fire projectiles that travel around 
the background to hit the opponent from behind. 
When it comes time to activate your character's 
Super, be prepared for a wild flash of light and sound. 
Defeating an opponent with a Super also changes 
the background, as a picture of your opponent in 
pain flashes by. Jojo’s also features the normal set 
of grunts and groans, and a good amount of voice. 
Characters scream out special attacks and Supers, 
as well as chuckle at the opponent's dismay. You'll 
find, however, that while there's а lot going on with 
the characters, and while the backdrops for each 
stage come with a variety of detail, they are generally pretty 
static, with the occasional flashing lights or moving pieces. 


In the end, Jojo features some solid fighting action. Both Story 
and Arcade modes, combined with the ability to unlock hidden 
goodies, offer a good amount of replayability. The question 
then becomes not whether Jojo is a good fighting 
ing game - it is. The problem is will American 
~ Capcom decided to bring Jojo's ~ gamers consider the mini-games more 
ре ל‎ ога distraction from the actual 
а fighting? It wasn't for те... but 


it’s in laughter or disgust ing to be up to 
your personal preference in fighters. younmiledge E 
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А little bit of trickery can be а truly entertaining thing. That's 
the main reason why Deception iil: Dark Delusion manages to rise above 
its shortcomings to provide a relatively engaging experience. Loaded with 
promise that is only partially realized, the game maintains the ominous overtones 
of Tecmo’s Deception series, while offering an enjoyable blend of action and strategy 
that helps compensate for its lack of polish and uneven difficulty. 


The original Tecmo's Deception: invitation To Darkness was a spooky, first-person, role-play 
adventure in which you tried to snare enemies in different traps. This time around, the game takes place 
entirely in the third-person, with more detailed environments and even deeper gameplay. The graphics are 
pretty good, with a suitably gothic look, and the superb music ranges from haunting to menacing. Plus, you can now 
customize more than 100 traps, which can be strategically set up in countless combinations. 


Most gamers will want to learn the controls in the Free Training mode, which lets you deploy а variety of devious 
devices, from arrow slits and bear traps to treacherous pendulums of death. Later, success will depend on mastering 
а multitude of sinister snares, using environments to your advantage, pulling off combos for mega-damage, and 
other essential survival skills. You can pause the game at any point by pushing a button, which brings up an overhead 
view of the room you're in, with the floor depicted as а grid. Traps are divided into categories — Ceiling, Wall and Floor 
— and can be set using a simple interface. The Dual Shock is well-utilized with a variety of vibration effects that make 
each trap spring to life, but Tecmo committed a crime by not enabling the analog thumbsticks. instead, you're 
forced to steer your character through perilous places using the D-pad and shoulder buttons, which gets a 
bit frustrating when you're trying to round ₪ corner with murderous assassins on your tail. At least there's 
а handy button that lets you automatically face your enemies, who always attack in twos. тота, 


оп. RARRFT. 


The Trap License mode features 35 lessons ranging from basic trapping techniques to complex 
combos. You'll learn how to use spring traps to fling foes into fires, drop vases on their heads so they 
fall into pits, topple giant columns on top of them, crush their craniums with chandeliers, and 
other devious methods of doing them in. Hooo, what wicked fun! However, only hardcore gamers 
will have the patience to succeed in the Expert mode, which picks up where the Trap Licenses end 
— at a high level of difficulty. 


Unfortunately, the Story mode is where the game ultimately disappoints. Players assume the 
role of red-haired heroine Reina, and the tale unfolds through a series of cut-scenes interspersed 
between the gameplay. After seeing her mother and brother killed at the command of evil King Frederick, 
Reind is rescued from the dungeon of Castle 

Hades by a boy named Marco, who teaches her how 
to use traps to escape her captors. What follows is a 
convoluted tale about the mysterious brooch Reina 
was given by her mother, and the action involves eluding 
and dispatching the steady stream of baddies who 
want to kill her. One of the minor flaws is the 
occasionally awkward dialog — but an even bigger 
distraction is the way you have to read it at the bottom 
of the screen, making it difficult to really enjoy the 
nicely rendered cut-scenes. if ever some quality voice- 
acting was needed, this is it — especially since the 
characters are moving their mouths anyway! As it is, the Story mode 
feels a bit unfinished, like something compelling is missing. Plus, the 
sudden and dramatic change in difficulty doesn't help matters. After 
defeating every enemy in the first dozen chapters or so without 
receiving so much а5 d scratch, you quickly go from kicking 


5 major butt to dying every time. Some players just won't 
cm Б have the patience it takes to repeatedly try All the ingredients for 
«ы нам” mastering every environment in order to а Gold game seem to be 
SPARK rtoor e | here, but somehow the sum 
reach the end. ends up being less than the parts. 


With a little more work, DIII could have 
been a true contender. Deception fans will 
enjoy it anyway, and patient newcomers 
should find enough to justify a rental. 
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Can you remember the last time you played a really | 
great tank video game? i can't either. Although the PlayStation 
has seen a handful of attempts, such as Assault Rigs, Steel Reign, 
and Tiny Tank, each came up short in some way (or, in some instances, 
many ways). 


p ЗО, who has already done the war thing with their Army Men games, is launching 
і а second front with Battletanx — a franchise which first appeared оп the N64. The game 
takes place in a post-apocalyptic future in which nearly all of the women on the planet have 
been wiped out by а virus. Needless to say, the remaining women are highly sought after. 

Gangs have formed, battles rage for the future of mankind, and some leather-clad babe named 
Cassandra wants to kidnap your infant son. You know — the usual story. 


The game takes place from a third-person, behind-the-tank perspective. You have a main gun, 
а secondary weapon, and an on-screen map which helps you locate your targets in the arena-type 
settings. Іпа lot of ways, the gameplay reminded me of the original Twisted Metal, which is а compliment. 

The graphics also reminded me of the original Twisted Metal, which is not a compliment. 


There is a lot of fog, even in the non-San Francisco locations, so you can’t see very far. Despite the 
more than 25 locales, ranging from Washington, D.C. to Paris, there is a certain “sameness” to all the 
levels. Almost all of the scenery is composed of trees, flat walls, and buildings, many of which can 
be blown into polygons. The ground is flat as well, and the only interaction with the background 
comes from avoiding moving trains in а handful of the levels. Otherwise, each area is just 
another 3D maze to navigate. The frame rate is generally quick, but it bogs down during 

explosions. 


Control can be configured in six different ways, including using the analog thumbsticks 
for each tread, or using one stick for the turret and one for the treads. Hopefully you'll 
find a style that suits you. Still, i found it difficult to maneuver in some areas and got tired 
of being destroyed by an off-screen enemy before | could turn to face it. Thankfully, 

the game lets you switch between vehicles a Іа Return Fire. You've got a big behemoth 
which is slow but powerful, a small machine which is quick but extremely vulnerable, and 
а medium-sized tank which is somewhere in between. 


There are 12 different characters or gangs to choose from, each with a different set of 
three tanks. Aside from the Campaign Mode, 
which takes you through each locale as the story 
progresses, you can also play games where the 
object is to capture the most females, destroy 
the most tanks, destroy a set number of tanks, 
or protect a female in your base for a certain 
amount of time. While only two human players 
can participate at once, you can each control up 
to two different tank gangs. As a solo player 
against the computer, you can have the CPU 
control from one to three different gangs. 


The weapons are also well-designed. When was the last 
time you drove a tank with a turbo boost? How about a cloaking 
device, plasma bolts, flamethrowers, gun emplacements and 
warps to compliment the usual rounds and missiles? Sure, 
it isn’t a realistic war game, but it is fun! 


With more varied level designs, better 
Battletanx: Global Assault graphics, and a less generic soundtrack, 
is essentially а game of capture B:GA might have been impressive. 
the flag. What saves this game j 
from the graveyard of mediocre tank However, even ds а basic combat 


games is ШО sheer оо options, game, it is pretty fun and 
some cool weapons, and the easy-to-learn 1 
arcade-style gameplay. Despite some ugliness, worth considering, 
it can be fun for awhile. 
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Anyone who plays or has seen Capcom's Vs. series of games З тт 
knows that the ability to switch between characters in mid-fight is - — = 
a BIG portion of the appeal. Sadly, this is also always the portion of gameplay 3 з N 
that is dropped on the PlayStation because of limited memory. Even with that 
missing piece Marvel vs. Capcom turns out to be a surprisingly well done conversion. 


Because of the memory limitation, the way that you select your avdilable characters 
has changed. in the coin-op you choose two main characters and a helper character. On this 
version you must decide between а partner OR a helper character. To make up for that however, 
Capcom has stuck a nice selection of modes into the PlayStation version. You'll still find over 15 characters 
to choose from, ranging from the Marvel Comics universe to various Capcom video games. You'll also still have 
20-plus helper characters available to you. Booting up Marvel vs. Capcom will present you with Battle, Versus, 
Crossover, Training, and Gallery modes. Battle mode is the main arcade mode where you attempt to defeat 
Onslaught. Crossover mode allows you to choose one of your two characters and the CPU will choose the other, 
though you'll now be able to switch back and forth between the two characters during the match. You can't 
finish the game in this mode; once you win you'll simply go back to the character select screen. illustration mode 
is ₪ nice little extra that contains drawings of various characters, character endings and demonstrations of what 
your helper characters can do. 


Marvel vs. Capcom is а fast, frantic spazfest. Imagine Street Fighter оп steroids; high number combo's (30- 
plus hits), high damage supers, super-high jumping and air-dashing. if you choose а regular partner, they 
will come out to help you in various situations by doing а special move or their super, as well as coming 
out in a frenzy mode where you can both unleash, for a limited amount of time, as many supers as 
you can squeeze out on your controller. Helper characters will come out briefly to assist you by 
launching their special attack. A super bar at the bottom tracks the mayhem allowing you to store 
multiple supers at once. 


in my mind, the Vs. series has always been one of those split personality titles. Oftentimes 
you'll find that people who are incredibly good have just as much of a chance at winning as 
someone who just mashes on the buttons and shakes the control stick. This is magnified by the 
fact that you can also choose to play in a Beginners mode. This mode automatically does 
combo attacks for you, with the major setbacks being the number of supers you can store and that 
you take more damage. in additional, unlike the arcade version, the super meter grows a lot 
faster and you now have the ability to super cancel. With super canceling you can launch a super at 
an opponent then, at anytime during that super, 
you can actually start another super. 


Capcom has done a good job of maintaining the 
look and feel of the arcade. Certain frames of 
animation have been removed, yet for the most part 
gameplay is intact. Characters respond quickly and 
easily to control inputs and, while not every arcade 
combo still works at home, you'll find some of your 
favorites are still here. There are really only two 
things that bother me about this version of Marvel 

vs. Capcom. The first is the above-mentioned super 
canceling; this coupled with how quickly super meters now grow 
CAN spell for matches that end VERY quickly. The other strange 
problem is the sound. While most, if not all, of the voices and music 
have been retained, for some reason they now sound as if 
they are coming out of your speaker by way of a bottle. 
Once you accept the limitations inherent in this version 


E 


у щи = 


you'll find that this title is not that bad at all. Marvel vs. Capcom is the 
, best vs. series port to date 

it's mindless, wild and crazy fun. Sometimes (and probably the last), It has 

mindless fun is the best kind. little to none of the frame rate or 


я load time issues of previously titles and 
—_= packs in extras and good gameplay to 
boot! It’s not the Dreamcast version, but on 
the PSX it's as close as it can be. 
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college hoops qo D ew q 
p game is d decent eti agi 
amount of fun, and certainly = 
a better effort than their previous 


two college games. in fact, it can be said 
(and | have, many times) that the March 
Madness franchise has been the most lackluster 
product in the entire EA Sports lineup. Each year, small 

features get added and major problems ignored. But, let’s 
talk specifics, and specifically, NCAA March Madness 2000. 


First up, an easy one — the color commentary that is 
provided courtesy of “Mr. College Hoops” (gag), Dick Vitale. Yes, for 
99% of the sports games that have tried, the color commentary has 

never been spot-on, or even close to describing the action taking place 
AT THE TIME THAT ІТ iS HAPPENING. it’s always а few steps late, and over 
the course of a game or two, it becomes painfully redundant. Now, 
instead of EA (or anyone else) trying to fix the problem by limiting 
what gets said, and how often it is repeated, we just get different 
voices thrown in year from year. There are two major problems with Vitale’s addition 
to MM2K: 1) He’s annoying as heck (opinion), and 2) his quips are pointless and repetitive 
(fact). For example, #25 hits the first shot of the game, and Dick says “#25 needs to 
shoot the ball more". That's nice Dick, the game just started. However, take his advice, 
shoot the ball 4 more times on consecutive possessions (making all 4 shots), and 
Dick will say the exact same thing after EVERY basket. That's good coaching! Next, 
after the play-by-play guy says “Ohio State calls time-out”, why does Vitale chime 
in with “They called a time out”? is there an echo in here? Also, why would Dick ever 
‘say “They inbound the ball"? That's what play-by-play guys say....Speaking of said 
person, he needs to get his vision checked, because any shot launched from anywhere 
near the three-point line is greeted with “He shoots a three" even though he's clearly IN 
FRONT OF the line, or at the very least, stepping directly on it (which 
із not а three-point attempt). Bottom line — more of the same, different 
voices, same inaccurate (and endlessly repetitive) results. 


Next, the computer Ai. Year after year, most sports game publishers 
add a few animations, clean up the graphics, and totally forget about 
improving the actual gameplay. Holding true to form, EA Sports added 
ажа ‚>= lots of dribbling and dunking animations (which are all very nicely done), 
т and left the Ai with more holes іп it than а freezer full of Swiss cheese. 
First of all, how do you let the computer double dribble? That's like 
Ai 101, isn't it? Granted, after playing more than 30 games i've only 
seen it done three times, but it’s still 3X too many. And, it’s the same 
scenario every time — computer dude picks up dribble, two other 
computer guys run into each other somewhere on the court, causing 
а loud “thud”, and then the computer dude with the ball starts to 


dribble again. Beautiful. Оп an equally odd scale of 
ineptness is the “leaping lizard travel”, where you (or 
the computer) jump up to snag a rebound, land on the 
ground (with the ball), and then magically leap forward 
about another 7-8 feet before you start to run down 
court. This is much more frequent of a problem, and I’m 
not sure why it happens, but it probably has something 
to do with the “turbo” button being pressed before 
you come down with the initial ‘board. Example 
number 3 consists of grabbing a rebound that 
is already about 5 feet out of reach, and 
number 4 comes in the form of blocked shots that 
occur when the ball has already gotten WAY past the 
direction you were facing when you attempted to block 
the shot! Lastly, when the computer is trailing at 
the end of the game, and is fouling 
you quickly in order to get the ball 
back for more shot attempts (the 
tactic that turns 2 minutes of 
gametime into 20 minutes of torture), 
why does it then pass the ball around for 30 
seconds (passing up open shots along the way) 
before shooting? Don’t make-a no sense. 


Other thoughts and ideas.... Why no season 
mode? in-game “pop-up” stat updates would 
have been nice. How does the #1 ranked team 
in the nation become the NUMBER THREE seed 
in a Regional? How come my starting point 
guard, injured for “7 days” in the second game, 

didn’t come back until 26 games later? Why 
did my starting small forward come back 
in that same 28th game? He was listed as 
“out for the season” with a broken leg after 
the 6th game. Why do my players take 1-foot 
jumpers? The computer goes into a nice layup 
animation, but my guys shoot 1-foot jumpers. 
How come | played against “Big Sky Champion” 

in the first round of the tournament? The 
programmers couldn’t come up with an actual team name for the 
winner of the Big Sky Conference?! | played Big Sky College, home of the 
“Champions”. Wonderful. A button that calls for a screen would have 
helped, as would a button for attempting an alley-oop. How 
does the whole recruiting process work? | couldn't figure it 
out, and the instruction manual was of no help. Why "no 
love" for winning a post-season award (Naismith 
Award, etc.)? My SG won the award, but i 


wouldn't have known if | didn't check 2 NCAA March Madness, 

— make it a big deal or don’t despite its myriad of flaws 
| and verbal distractions, is still 

bother! а better game than the other college 


hoops game out there, and a decent 
amount of fun — if you don't look too close. 
Unfortunately, І did. 
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| fell you, 
the last six months 
have been the salad 
days for Rally games. i can't 
remember d time when there have 
been more rally games released in such 
a short period of time for any system. in all 
honesty, i think this is ridiculous! Does anyone really 
need or want four different rally games in four months? 
Believe it or not, that's what we've got. You'd think that they 
are all the rage these days. Between TOCA 2, V Rally 2, Colin 
McRae Rally and now Mobil 1 Rally Championship from 
Electronic Arts, there is almost a glut. i gotta' admit, i did 
like Colin McRae, and її continues to grow on me over time. But, in no 
way has that experience led me to believe that Rally games are the 
new wdve with the American consumer. After all, we still like to go fast, 
don't we? 


if you've been reading PSExtreme the last 
four months (just like Phil Collins does), then 
you will have read my reviews on the rest 
of the current crop of rally games. if 
you've come амау with the feeling, 
after reading those reviews, that if 
you've played one, you've played them 
all, then you're not too far off. Like 
those that have come before it, Mobil 
lis set up so as to allow you to 
compete in either a Championship Mode 
or an Arcade Mode (they put the Arcade 
Mode in to try and lessen the frustration 
factor of the “sim” mode). You also have your 
choice of 20 licensed, nondescript vehicles that you 
can customize to fit the varying weather and road 
conditions. Most of the choices you won’t recognize unless you’re a fan 
of rally games. The actual rally is based on the British Rally Championship, 
including all 36 stages. EA has certainly created a large game, but is it 
worth playing? 
inherent in all rally games is a steep learning curve that you wouldn’t 
think you'd have in a racing game. This is caused by the control issues 
that have plagued every European Rally game, bar none! Mobil 1 not only 
suffers from these issues as well, but may just have the worst control 
of all. Let me give you d few examples. Slight nudges on the analog 
Stick, even at speeds less than 40 mph on dry pavement, will cause your 
vehicle to skid uncontrollably. On wet or snowy surfaces, the control is 
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fairly predictable and probably the only surface that 
allows you to drive aggressively. if you like flipping your 
car over, Mobil 1 is your game. My record is 15 mph for an 
overturn. i'm sorry, but | don't care what kind of car you 
drive or what conditions you drive it in, you will not flip over 
іп а curve at 15 mph. 


How about the Ai? if you are racing in the 
Championship Mode, you are the only car on the 
screen in check point-based race. if you’re not 
in the lead by the first check point, you can 

forget about catching up. in two weeks of playing 
this game, i never once caught up to the first place 
time. You can move up in the standings, but you can’t 
go from last to first and, in most cases, you can’t move 
beyond your position at the end of the first check point. 
You might call this frustrating, | call 
it a disaster. After all, where's the 
pay off? Why play the game if you 
can't improve? 


On the positive side, Mobil 1 comes soooo 
close to а fantastic racing game that it almost 
overrides the horrific control. Let me tell you 
why. The graphics are amazing. As one of, if not 
the best-looking racing game on the PlayStation, 
Mobil 115 blazingly fast with absolutely no pop 
ир. Water and mud flies in your face as you 
blast through puddles and rain, snow is wiped 
off of the windshield by the wipers and the cars 

themselves jump off the screen with incredibly 
vibrant colors and detail. The sound effects 
are just as amazing, with everything from tire 
здиеа!5 when you're stuck in the mud, to 
fenders flying off as you slam into a tree — 
the sounds are unmistakable. You can actually 
hear the snow crunch under your tires as you 
get caught in а snow bank and try to slide your 
мау out. Every morning when i booted up the 
game i got excited, just to be frustrated later on 

because of the control. 


After playing and reviewing every rally game on the PlayStation to 
date, i think i'm justified when | say that Mobil 1 Rally Championship 
“coulda’ been a contender”. All of the elements are there, depth, 
speed, graphics and solid design. if the developers could 
tweak the control and Ai to the point where the 
challenge was worth the wait, we might have the 
best rally game of all time. As it stands now, 
however, what you've got is a distant 
second or even third in the so high ond the lows ала low. 

The control and Al of Mobil 1 are a 
recent crop of rally racers. as bad as it gets and the depth, sound 
effects and overall design are top notch. It 
doesn't take a genius to figure out that with 


a few tweaks in the right places, Mobil 1 will 
deserve the number in its name! 
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“Never 
judge a book by its 
cover” is а phrase that 
most of us heard a gagillion 
, times while growing up. When we're 
young we tend to judge things rather 
quickly on the slightest of perceptions, leading 
our parents to tell us that things aren't always as 
they seem at first glance. | guess i'm still young, then, 
‘cause | could've sworn that NASCAR Rumble was going to 
be a steaming pile when | first played d preview version а month 
or so dgo. Shoot, i was so certain the game would stink that 
| didn’t want to touch it with а ten-foot pole, and tried to pawn 
it off to some of our other reviewers. To my surprise, some of them even 
WANTED to review it, but because of other editorial commitments, 
they were booked and couldn't find the time to cover if. As i was soon to 
find out, my folks were right — things aren't always what they seem. 


Now, don't get me wrong, NASCAR Rumble is по? а perfect, or 
even а “great” racing game, but it is pretty darn fun for a decent 
amount of time. The game uses official NASCAR drivers and cars (trucks, too) and puts them 
in standard video game racing environments. The kicker, however, is that this arcade- 
style racer adds power-ups to the equation — in the form of Oil Slicks, Freeze bombs, 
Twisters, Sonic Booms, Super traction, Big KO, and others. The power-ups can be disturbed 
around the course in four different quantities; none, some, more, and mayhem. The 
default is "some", and that amount worked fine for me. When i'd put it on "more", the 
balance between racing and destruction seemed too far out of whack. it’s like a penalty 
flag being thrown on every other play — it kills the fluidity of the game. in addition to 
{һе power-ups, NASCAR Rumble has a ton of different tracks that each contain multiple 
shortcuts. 


There are five gameplay modes; Single Race, Championship, Time 
Trial, Showdown, and a two-player Team mode. Championship is the 
staple of Rumble, and there are even three trim levels to that mode 
(Standard, Cyber Team, Legend)! in Standard Championship mode, you 
pick a driver and try to win the gold cup in each of the six racing locations. 
Each location has three different tracks to compete on, with a score of 
10 to 2 points being awarded depending on your finishing position. The 
driver with the highest cumulative number of points after the three races 
is declared the winner. in Cyber Team mode, the points of you and your 
teammates’ are combined, so you better hope that your partner (you can 
pick any of the other available drivers) carries his weight! Lastly, in Legend 
Mode, one of the five other drivers is the “Locale Legend”, and he presents 
а more difficult challenge because the power-ups don’t seem to have 
much impact on him! Win this event and you’ll be able to race as the 
corresponding legend (Richard Petty, Bobby Allison, Alan Kulwicki, David 
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Pearson, Benny Parsons, Cale Yarborough, апа Davey 
Allison). 


Speaking of winning, NASCAR Rumble is primarily set up 
аз а game that encourages you to keep playing, because just 
about everything is “locked” when you initially start the game. 
You start off at “rookie” level, and have to win the gold 
cup in each of the six events in order to open the “pro” 
level. The problem that | have with this scenario 
is that 18 races is а lot, particularly at four laps 
per race (the default amount), and all you get 

for your trouble is the chance to race the same 

18 tracks again with a slightly more powerful car (the 

“pro” level car goes 170 mph, compared to the rookie 

car which tops out at 160). Granted, the cars at the pro 

level all have а new souped-up look, but racing all the 
same tracks again feels very 
repetitive. EA should have made the 
rookie level 3 or 4 locations long, then 
gradually increased (and thus, “opened 
up” more tracks for you) the number of 
available locations as you progressed through the 
difficulty levels. 


There are dozens of cars to open up, ranging 
from the legends’ cars to specialty cars like golf 
carts, RV trucks, tow trucks, jet cars, and others. 


dust about every difficulty level and mode 
(Standard, Legend) offers up some form of 
reward except for the Cyber Team mode, which 
begs the question, “Why bother?” if i'm not going 
to win anything, and it’s just another mode to 
get me to play the same 18 tracks again, i'll 
have to say "pass"! 


Fortunately, those are my only major gripes 
with Rumble. Sure, some of the tracks are a bit 
sparse on detail, but just about every one of 
them is well designed, giving you the opportunity 
to take full advantage of the shortcuts. The cars 
and trucks look fantastic, and as you progress up the difficulty rankings, 
the cars evolve and change into different looking beasts! The commentary is 
provided by Jess Harnell (Animaniacs) and is absolutely hilarious. He's got 
a million things to say, and best of all, the quips are always right on 
time. For instance, a Twister approaches and you hit the "shield" 
power-up just before it gets to you, and he'll say "| was going 
to suggest that." Or, you may find yourself getting 
knocked about by somebody with the “hammer”, 
and he'll chime in with a German accent and ҚАТАН ЕЕ 


say, “Boy, is he crabby.” it's all good pleasant surprise, and a 
stuff! game that will appeal to both 
racing/combat fans as well as 
general NASCAR fans. The game may 
be a bit repetitive in the long run, but the 
fun factor is high enough to give you hours of 
smashing good fun! 


COMPATIBILITY 


1ог2 Analog Control | 5 tion 
Players Compatible 2; е 


[SIENIRIEE | BASKETBALL 


orts PUBLISHED BY: 1 
ч m = DEVELOPED BY: = 
SAMMY J [Г ORIGIN: [1575 
5655151 # OF COS: | 


AVAILABLE: 712218 


Тһе 300 
Company released their 
PSX version of High Heat 
midway through baseball’s regular 
season last year, which was a few 
months AFTER the competition released 
their products. At least two things will 
be different this year — the game will come out 
at just about the same time as the rest of them, and 
also, there is now one less of “them.” Since interplay has 
pretty much folded up their PlayStation development 
tents and gone home, it will now be a three-team race 
to the finish (989 Sports, EA Sports, and 300). Besides 
SY the addition of Sammy Sosa as the cover boy, High Heat 
nicdGase || 2001 features a new camera mode that provides a closer 
-| perspective of the action, two gameplay styles (Action 8 HI 
+ Simulation), both the MLB and MLBPA licenses, play- | = 
by-play from Ted Robinson of the San Francisco "Sm 
Giants, and a “fast-play” mode that makes it 
possible to play an entire game in less than 15 minutes. 


if the frame rate and graphics can catch up 
to the Ai excellence of last year’s title, 
then Sammy Sosa will have finally 
aligned himself with a real winner. 
We'll let you know next month! 


SEAN i й 
ШТ BY PITCH 


The revolution that Hot Shots 
Golf started almost 2 years ago 
continues to show up in other sports 
games as EA Sports readies Triple Play 
2001 for an April launch. The uninformed in the crowd ask 
— “what revolution?”, and to that we say, “The reward 
system, dummy!” Ya know, do something well and get a 
bonus. EA used the Madden Challenge to further illustrate 
this kind of mode in Madden 2000, and to a limited degree in 
NBA Live 2K as well. Now, with Triple Play Odyssey 2001, they have 
added the “Big League Challenge”, where you can take control of all- 
time greats like Cy Young, Babe Ruth, Jackie Robinson, Reggie Jackson, 
Willie Mays, and many more. There’s also the “SOO Home Run Club”, 
which contains all the players that amassed more than 
500 dingers in their careers (Aaron, McCovey, Mays, 
Williams, etc.). While we look forward to checking out 
all of this neat stuff, hopefully the new development team 
has given Triple Play 2001 a much needed shot-in- 
the-arm as far as general baseball gameplay is 
concerned. The series has traditionally 
received the poorest grades when it 
comes to gameplay, so it'll be | 
interesting to see if any || ар» 
significant changes | 
have been made! Е = 
Stay tuned. 
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EA Sports continues 
to try and widen their 
franchise base with the upcoming 
release of “Fl 2000”. F1 follows on the 
heels of their newly created “test” franchises 
“Rock the Rink” (an arcade-style hockey 

game) and “Championship Bass” (a fishing 
game that's sure to be as exciting as the "reel" 
thing). For those of you that are racing fans, EA Sports 
has got all aspects covered (NASCAR, F1, Rally, Superbike). 
F1 2000 will focus (obviously) on the Formula 1 driving 
experience, and will feature all of the race tracks that 
are in the real Fl racing season — including the new 1 
track at indy. Like most EA Sports games, there will not be 
a shortage of options, as Fl can be modified countless ways. 
On the sim side of things, you will be able to adjust the 
suspension, brake balance, gear ratios, down force, ride 
height, and other selections that can help tune your 
Fl ride to top performance levels. Of course, if you 
don’t want to have such a “sim” experience, there’s an arcade 
mode that lets you get in and compete right away. Damage 
effects will be noticeable and will also cause 
the vehicle to perform poorly. We should 
have a full wrap-up of Fl 2000 in 
the next issue. Check it out! 


Superbike 2000 is yet another 
racing game from Electronic Arts (or 
more specifically, EA Sports). We think 

that the number of racing games published by 

EA has now surpassed the number of hamburgers served at 

McDonalds, but we'll let you know the exact number later — 
we're still counting! 


Superbike 2000 is, uh, a racing game featuring Superbikes. 
Thirteen tracks are included from the 1999 season (seems like it just 
passed us by). They are: Lagund Seca, Monza, Brands Hatch, Hockenheim, 
Nurburgring, Philip island, Sugo, Assen Bandit, Donington, Misano, Al ring, 
and Kylana. 20 Superbike real-life riders are included, but we have no 
idea what their names could be, so we can't tell you. But, in what must 
be considered a marketing coup, EA did get Eric AND Ben 
Bostrom to lend their expertise to the project. Alrighty! 


Іп traditional racing game manner, Superbike 2000 will 
include multiple modes of gameplay, from sim-like 
Championship mode to pure arcade. Tire grip, tire wear, 
rider intervals, and potential blown engines are 
all part of the simulation package. Six 
different bike makers are included EVERYONE 
(Honda, Aprilia, Ducati, etc.), and 
there’s split-screen two- 
player compatibility. 
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Can you believe that it has been nearly five years since Sony's PlayStation took the world Бу storm, БОШ варанае 
into the mainstream, апа put Nintendo and Sega in the position of catching up? Even though the PlayStation2 arrives 
| this year, and is backwards compatible, it is inevitable that the enormous library of PlayStation games will eventually start 
| to dwindle. The good news is that, so long as you keep the system and games in good condition, you can continue playing 
| for years to come. The bad news is that it will be a lot harder to find software from here on out. 


Before that happens, let us give you our recommendations on some great games you might have missed over the past 
| few years. Blame it on the fickle hand of fate, but for whatever reason these games never became best-sellers. Nevertheless, 
| | they've brought us hours of joy. As they have so far held up to the test of time, they come highly recommended by us 
| (Or, at least, by most of us — we have а few editors who seem to hate everything older than a month). Grab ‘em now, before 
| they disappear forever! 


е Was it the fact that you could only play this game 
with а Dual Shock controller? Was it the fact that 
| those pesky monkeys gave the game a level of 

“cuteness” that scared hard-core 
gamers away? We’re not sure. We 
only know that this game was like a а 
breath of fresh air, requiring you to use the analog абв + 

thumbsticks in a unique fashion to manipulate 2 
а sling shot, a net, rowboat oars, remote 2» Ve ы” 
control cars, and other equipment. Colorful 7 
cartoonish graphics, bonus rounds and mini-games, races, 
and more fun than a barrel full of monkeys. 


мешеуіс 


- One of our fearless editor-in-chief's favorite Лб 
< p. games of all-time. True, it is yet another 3D platformer, 


ч 


| I 
MEDIEVil, but the attraction s nthe. (ШЫ ЫНЫН Ls 


in the Middle Ages) and the | 

presentation (the hero is d walking , 
skeleton who battles enemies such ds =f 
^ dragons, mummies, and even dn apparition made - 
of stained glass). Colorful graphics, despite 
the ghoulish storyline, interesting puzzles, 
, and a gothic soundtrack. if Tim (Beetlejuice, . 2 
Nightmare Before Christmas) Burton had made а game, this ' 
( probably would have been what he came up with. 


o = * авсаое5 GREATEST Hr HITS € 


Admit it — you've always wanted to own d coin-op game, but you don't have 
the money or the space for it. Well, how about owning six of them? The original 
collection features Bubbles, Defender, Stargate, Joust, Robotron, 

and Sinistar. The Atari 1 collection features Asteroids, 
Battlezone, Centipede, Missile Command, Super Breakout 
and Tempest. These were the games that ate your lunch 
А А money in the early 1980’s, and Midway gives them to you 
' in their full arcade glory — along with interviews of 
the programmers and photo galleries. 


Forget all the buzz over PaRappa and Um Jammer |т------- 
Lammy for a minute. This game is in a similar vein, ча 
= except that instead of making paper-thin characters 
| perform rapping and guitar playing, you 
must keep dancers grooving to a variety 
of hip-hop and disco tunes. The music is и 
infectious, the graphics are colorful, and the gameplay 
is perfect for a party situation. 


a EE 
COLONY Wa 


it isn’t the easiest game in the world, but no title before or since has been able 

to capture the thrill of three-dimensional outer space dogfights. it takes two disks 

i to store the more than 70 missions, not to mention the cinematic 
cut-scenes and five different game endings that hinge 


Ls 


А 


яғ —= 
\ , upon your ability to master your spacecraft and its | я 
SOLENA arsenal. The soundtrack and beautiful graphics give 
wel TS „| Colony Wars a cinematic feel. if you grew ир on Star 


Wars and Battlestar Galactica (or even Babylon 5) tz 
this one will thrill you. 


DISRUP TO 


if you сап get past the campy FMV cut-scenes, you'll find a very smooth first- 

person shooter with a sci-fi theme. Varied levels, challenging enemies, and tons of 

firepower (including “psionic” weapons). The game runs at a fast 

frame rate and the nice graphics don’t become pixelated 

messes up close (as they do in Doom and its clones). , 

Б, а While Disruptor may have been overlooked, the talents + 
of the developers weren't. insomniac went on to create 


the Spyro the Dragon series. 
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MOTOR TOON GRAND PRIX - 


Before Crash Team Racing, there was Motor Toon Grand Prix. A zany arcade- 

| Style racer, the game was impressive due to the variety of colorful fantasy courses, 
cartoon graphics, crazy sound effects, wild music, and funky 
weapons. You could even open up mini-games, such 
as a version of Battleship, if you were good enough. 

- The developers went as far as possible in the opposite 
direction with their next project — perhaps you've 
heard of Gran Turismo? 


This impressive shooter seems even better in retrospect r” 

when compared to some of the lesser games which followed: 
Е such as Apocalypse and Fighting Force 2. From 2 
the very beginning, the game is non-stop action. 
While the graphics were a bit on the simplistic 
side, the game featured an inventive “rage” meter which 
took the destruction to a new level. Huge environments 
and a great soundtrack made it a hit with us. 


+ و 
POY POY‏ | 

| ב‎ The funny name probably didn’t help this опе sell as much as it could have, but 

ra Poy is one of the most requested games whenever the nieces and nephews 

come over to my house. Like a 3D game of dodge ball, you've got 

to throw bombs and rocks (and even your opponents) at 

one another. The varied arenas and special power gloves 

you could earn gives the game a lot of replay value. Plus, ЖШ 

it is one of the few four-player games that doesn’t rely | 2 

on а split-screen. Perfect for parties with gamers and | 

non-gamers alike. 


i ее RETURN еще E 


This combat game маз nof unique to the E ocn Й 


Ee 


— S: premise (capture the flag) and the fact that you # 
RETURN had to switch between vehicles — tanks, Y 
; ₪ же у” helicopters, and jeeps, each with its own classical 
₪ E Ел 7 |М” music soundtrack — to overcome obstacles. Great as a one- | 
Р û ¥” player game, but outstanding as a two-player contest. 
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. ROLL away 


This underrated puzzle game 
takes full advantage of the 3D 
| capabilities of the PlayStation — © 
something which most puzzle games 
don't do. Easy to learn, difficult to ° 
master, it stood out next to all those 


| “arrange the falling object” games. if you enjoyed Кик 5 г < 
| Ü 0.37 Cube ог other depth-perception puzzles, this might ка д 
| X EELS” bea good challenge for you. Wwe 


( SSS eee 
SHIPWRECKERS А 


Avast there, уе mateys! How many games let you play the role of a pirate? 
For that alone, this game deserves kudos, but the fact that it 

is actually plays well puts it on our list. Shipwreckers 

=~ features colorful and exotic scenery, d wide array of 
x9. ж weapons, jaunty music, and some challenging foes. 
Along with the one-player arcade-style game, there 
is also a multi-player battle mode. 


тем ем ALLEY 


Before Hot Shots golf, ТРА managed to make „шж 

bowling fun. The music and sound effects captured f€ ж | 
| the feel of a bowling alley, the animated characters Ies 
added much-needed humor, and the 


ў ₪ ГЫНА 
ПЕР 


ша ium realistic physics made the game challenging. „орли е, арта Да ЕД 
fj You can create your own bowler, enter 24 ў : (ЗЕ 
Т tournaments, and even taunt your opponents by yelling 2 0 2 


"You suck!" as they are about to release the ball — how 
cool is that? 


TREASURES OF THe Deer А 


| "m ЇШЇП? One of the few Namco games to be developed outside 
| я! ДИ з of the company, coming from Black Ops (who saw far 
ا‎ less critical success with their Tomorrow Never Dies). 
How many other games let you fight sharks, 
eels, scuba divers, and sharks while exploring 
sunken ships to a jazzy soundtrack? Upgrade 
your submersibles and weapons with the treasure you 
find while exploring the Bermuda Triangle and other .., 
exotic undersea locales. There's no other game like it. 


TRAP GUNNER , 


Despite the anime-style а Ж 2 
characters, this isn’t an RPG ог ; с 

d lame 2D fighter, but a опе-оп- 
one агепа combat game. You've 


up traps for your opponents in one 
of the 36 different 3D arenas. An excellent tutorial makes 
Trap Gunner easy to get into, and the old-school arcade- | 
style gameplay is addictive. 


WORMS 


Considering how difficult it was to get Sony to green-light its release in the U.S., 
it is a shame that this game didn’t sell as well as it deserved to. it’s a 2D, turn- 
based strategy game, but one that is never boring thanks to its 

outlandish premise. The protagonists are tiny worms with 

helium voices, the battlefields are computer-generated 

so you'll never fight the same war twice, and the weapons 

include bazookas, homing missiles, banana bombs, and 

exploding sheep. Up to 16 people can play without the | 

need for a multi-tap, making Worms one of the best 
party/team games around. 


гемсічо 


At last, а ninja game where the main character actually acts like а ninja! You’ve 
got to skulk around in the shadows, run on rooftops, and kill 
without a sound — using items such as throwing stars, 
grappling hooks, and smoke bombs. While the game 
is a bit short, the game’s music, graphics, storyline, 


>< 
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atmosphere of feudal Japan. 


PLATINUM GAMES ISSUE SCORE 
Spyro 2 Ripto's Rage December 1999 99% 
Tony Hawk Pro Skater November 1999 99% 
Ace Combat 3 Electrosphere March 2000 98% 
` СТЕ: Crash Team Racing November 1999 98% 
Dino Crisis October 1999 98% 
Final Fantasy Anthology October 1999 98% 
Gran Turismo 2 February 2000 98% 
NFL GameDay 2000 October 1999 98% 
Resident Evil 3: Nemesis November 1999 98% 
| Tomba! 2 = February 2000 98% 


Wipeout 3 November 1999 98% 


ISSUE SCORE 

October 1999 97% 

December 1999 97% 

October 1999 97% 

November 1999 96% 

Магсһ 2000 96% 

February 2000 96% 

December 1999 96% 

December 1999 96% 

January 2000 96% 

October 1999 95% 

November 1999 94% 

November 1999 94% 

January 2000 ___93% 

Запиагу 2000 93% 

October 1999 93% 

Магсһ 2000 93% 

November 1999 93% 

October 1999 93% 

October 1999 

November 1999 92% 

December 1999 92% 

i December 1999 92% 
| You Don't Know Jack — November 1999 2 92% 
Cool Boarders 4 January 2000 91% 

. Cybertiger December 1999 91% 
| Knockout Kings 2000 December 1999 91% 
Q*Bert February 2000 91% 
Ballistic November 1999 90% 

. Railroad Tycoon Іі March 2000 90% 
nt Bomber March 2000 90% 
Vigilante 8: Second Offense January 2000 90% 

| Worms Armageddon January 2000 90% 
! SILVER GAMES ISSUE SCORE 
. Championship Motocross Featuring Ricky Carmichael October 1999 89% 
Fear Effect March 2000 89% 
Metal Gear Solid: VR Missions October 1999 89% 
Road Rash Jail Break March 2000 89% 
Tail Concerto October 1999 89% 

і Tiger Woods PGA Tour 2000 February 2000 89% 
. Colin McRae Rally March 2000 88% 
. International Track and Field 2000 December 1999 88% 
Supercross Circuit December 1999 88% 
Bass Landing _ November 1999 87% 
NHLChampionship2000 November 1999 87% 
Shadow Tower | December 1999 87% 
Thousand Arms | November 1999 87% 
Chocobo's Dungeon January 2000 86% 

` Gekido қ February 2000 86% 


емы уа сш 
historical ranking chart 


The EXCAVATE section is where we dig up ratings from past issues and present them on one easy-to-read page, along 
_ with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as 
а reference for those older games that you might have missed (or wish you паа). 


Grand Theft Auto 2 December 1999 86% 
Jet Moto 3 October 1999 86% 
No Fear Downhill Mountain Biking December 1999 86% 
Saga Frontier 2 January 2000 86% 
Gallop Racer November 1999 85% 
Hot Wheels Turbo Racing October 1999 85% ( 
RC Stunt Copter October 1999 85% | 
Thrasher: Skate and Destroy January 2000 85% ў 
Army Меп: Air Attack December 1999 84% i 
Broken Sword 2 February 2000 84% 
Chef's Luv Shack December 1999 84% 
Mission Impossible January 2000 84% 
Quake 2 December 1999 84% 
Test Drive Off Road 3 November 1999 84% 
Die Hard Trilogy 2 March 2000 83% 
ECW: Hardcore Revolution March 2000 83% 
Missile Command February 2000 83% 
NASCAR 2000 November 1999 83% 
NBA Basketball 2000 November 1999 83% 
NCAA Football 2000 October 1999 83% 
Scrabble November 1999 83% 
Space invaders December 1999 83% 
Twisted Metal 4 January 2000 83% 
X-Files January 2000 83% 
Ready 2 Rumble January 2000 82% 
Romance of the Three Kingdoms б Магсһ 2000 82% 
Wu Tang: Shaolin Style January 2000 82% 


NCAA Final Four 2000 


January 2000 


Big ОГ Bass February 2000 
Fatal Fury Wild Ambition March 2000 

Silhouette Mirage February 2000 
The Dukes of Hazzard December 1999 


V-Rally 2 January 2000 
BRONZE GAMES ISSUE 
Boombots January 2000 
Glover January 2000 
Vandal Hearts || February 2000 
South Park Rally February 2000 
The Phantom Menace October 1999 
Eagle One: Harrier Attack February 2000 
January 2000 
January 2000 
October 1999 
December 1999 
January 2000 
December 1999 
March 2000 
February 2000 74% 
October 1999 74% 
October 1999 71% 
November 1999 71% 
Fighting Force 2 February 2000 70% 
Killer Loop December 1999 70% 
Shadowman November 1999 70% 
TIN GAMES ISSUE 
Dune 2000 November 1999 69% 
South Park December 1999 69% 
Supercross 2000 January 2000 69% 
Іп the Zone 2000 January 2000 61% 
Tomorrow Never Dies January 2000 54% 


21% 98-100% |2724 90-97% 


—2 Theullimate gaming 


what do all those numbers mean? 


Е о, о, à 
i T 80-89% 70-79% B 
x “Must buy” games each carries our 7 Good games, but lacking Mediocretitles that 
experience, . editor's seal of approval and are in some area; only for suffer from some serious 
7 recommended forfans ofthatgenre, fans ofthat style of game. flaws. Rent — don’t buy. 


0-69% 
Тіп games are to be avoided 


at all costs. Only die-hard 
gamers would buy these. 
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B ——————á final word‏ ت 


SEEMS‘LIKE OLD TIMES 
By the time you read this, І should have had a decent amount of quality time with my 
PlayStation2. Greg is leaving for Tokyo on March Ist (1 am writing this on February 17), 
in search of the Golden Chalice. Of course, no dream is perfect and the Japanese launch has 
not been without its problems — the software release schedule being the main victim in 
the rush to make their street date. Of course, the same thing happened with the launch of 
the original Japanese PlayStation back in 1994. Once you got past Ridge Racer, the software lineup 
was weak to crappy. VVell, 2000 looks to be deja vu all over again. Good ol’ Namco is there with 
RR5 and there is some hope for Eternal Ring, but titles like The Bouncer, Dark Cloud, GT2000, 
Evergrace, Tekken Tag Tournament and others have slipped — and you just know that they will 
probably slip farther once the hardware has been absorbed by the thundering herds and all involved 
feel that it is safe to let the air out of the balloon. 
This really shouldn't come as a surprise to anyone that has followed Sony over the years. They don't 
operate like Nintendo (for example) and never will. VVhereas Nintendo will build a hardware launch 
around their premier franchise and designer (Mario, Miyamoto), expecting the software (yet again) to 
drive the hype for the hardware, Sony is an electronics hardware manufacturer first and always. They see 
it as the primary job of 2nd and 3rd party developers to create the software and are willing to have 
the success of their box determined by the output of others. If you look at the third party licensing 
programs offered by both companies, you will find that Sony's is much more financially attractive. Did you 
know that, in 1999 (North America), the PlayStation had 75 titles that sold more then 300,000 units each? 
Nintendo 64 had 15 — this statistic reveals quite a bit about the differing philosophies of the companies. 
Nintendo will always see themselves as a toy creator, no matter what noise their marketing and PR people 
might try to make, and Sony will always see itself as an adult electronics manufacturer. The inclusion of 
a full-function DVD player in PS2 is all the evidence you need of their philosophy. This time around, 
they are starting out as the world market leader and they want to expand their claim to your everyday 
life at home. But they will do it by selling you the box, THEN giving you the stuff to put in it. 
Hey, I’m a patient guy. | know I’m getting RR5 and it's supposed to have seven tracks — so that should 
hold me for a few weeks before | start looking for the next great thing. If we end up getting what we 
think they are going to give us over the next few years, we will continue to be their devoted zealots 


— forsaking all others. 
Dave 


dwinding@quake.net 
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is a-trademark of Sony Corporation. Hési 
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IF YOU KNOW WHAT'S GOOD FOR YOU, YO YOU'll SEND US 62195 TO 


SUBSCRIBE! 


We don't want to sound cocky, but we are the best PlayStation® 
magazine available. We've been making PSExtreme since the 
PlayStation® first came out. That's a long time. Longer than any other 
PlayStation® magazines. So call us up right now and place your order, 
okay? It'll be really cool. 


To order by mail, send a check or money order made payable to: 


Dimension Publishing * Р.О. Box 6570, Folsom, CA 95763-6570 


Mexican and Canadian orders $44.95 (U.S. Funds). Overseas add $10.00. Allow 8-10 weeks for delivery. 


Our not-so-friendly operator, Frank, is standing by. 


EN (9106) 989-0171 ₪ 
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ТАКЕ אס‎ THE BEST. 


Far beyond the cushy confines of asphalt, а 
select breed of driver is pushing the limits 
of man, machine and sanity. The rally 
racer. Equipped with his trusty co-driver 
and war horse of a race car, he'll have to 
suck it up for up to four days of murderous 


driving in the most inhospitable reaches 


of the earth. Why not join 
inon the fun? 


Colin McRae Rally: Slap on 


on this idyllic 


a clean pair of skivvies and island, theridieu- 


lously narrow, 


give thanks for the roll bar. 
ake it impos- 
You're about to face the most sible to relax. 


FOUR HOURS OF SCORCHING HEAT AND BLIND TURNS WEREN’T A 


hair-raising form of racing since the inven- and handling specs come straight from the you plan on going with all that horse- 


tion of the wheel. For starters, manufacturers. power? Rally across eight 


ошуе got 11 world-class rall ‘Tire type, steer- different countries. From the 
y 8 у; ) 


cars to run ragged. The frozen mountaintops of 


Subaru Impreza WRC, Audi 


ing sensitivity 
and suspension Monte Carlo to the winding 
Quattro, Mitsubishi Lancer coastal cliffs of Corsica. The 


E4 and Seat Ibiza Kit Car 


are all yours for 


the customizing. dark jungles of Indonesia to 


Evo2, just to name a few. Their performance Damn, it’s good to be a man. So, where do the bone-jarring back roads of Greece. And 
ш Greece cradle of Western civilization. and - Bloody lousy driving conditions. Sweden — The mother lode oftreacherous, icy 
mmmn Home of some really crappy gravel roads. 74 ЫЧ Muddy, sloppy and devoid of traction. roads. And we use the term “roads” very loosely. 
Ка 

| Ne 
THINGS סד‎ AVOID: 


mpany Limited (“Codemasters”). All rights reserved. “Codemasters”® is a registered trademark 


PlayStation and the PlayStation logos are 
pA] 


This game is NOT licensed by or ass 


М Colin McRae, the Flying Scotsman. World 


Rally Champion. Two-time British Rally 
Champion. Youngest champion in the 
history of the sport. Blatantly disregards 


“Road Closed” signs. 


Time Trial stages. (Good luck, mate.) 
Each stage is tougher than the next. Got 


an equally masochistic buddy? Go head- 


to-head in the 2-player Super Special 

Stage Rallies. 

Ву now, it's pretty obvious. You're gonna 

need all the help you can get. Luckily, 
you've got Nicky Grist, 
Colin McRae's real-life 


Mowc-Mec — co-driver, feeding you 
of high-stakes А 


gambling. directions as you navigate 
Equally dicey 
1, every high-speed turn. 


winding moun- 


tain roads. Relax, rookie, there’s also 


snow-cover 


PROBLEM. THAT SOGGY UNDERWEAR FEELING, NOW THAT WAS A PROBLEM. 


from the dusty plains of the Australian ibility and you've got the near-impossible an in-depth Rally School training section 
Outback to the slippery mud night- driving 


bogs of the U.K. But this is 


taught by the master himself, 


stages. As if the Colin McRae. 


horrendous dri- 


no vacation. Each track is If common sense still hasn't 


riddled with blind turns and ving conditions taken over, you may have 


weren't enough, 


surfaces that'll have you what it takes to be one of 


double-clutching all the way you'll have to the few, the proud, the 


to the finish line. Strip away almost all vis- compete against Colin’s best times in the extremely uncomfortable. 
Indonesia The dark, wet jungles are enough to Se New Zealand ~ Tike on a maze of dusty wood- Monte Carlo - Hard-packed ice and slippery 
send most drivers crying back to their pit crews. land trails. Reduce the kiwi to roadkill. snow are about to have their way with you 


owned by Codemasters Limited. “Colin McRae”™ and the Colin McRae signature device and all copyrights, trademarks, designs and images of car manufacturers and/or on car liveries are being used by Codemasters under license. 


ADNI 


Ф THE ARCADE FANTASY FIGHTER FROM 
THE INCREDIBLE COMIC BOOK SERIES 


» CLASSIC JAPANESE, COMIC BOOK 
STYLE ANIMATION COMBINED WITH 
CAPCOM'S SIGNATURE GAMEPLAY 


* EXPERIENCE SUPER STORY MODE 
LOADED WITH MINI-GAMES AND OTHER 
DANGEROUS QUESTS 


* UNLEASH YOUR СНАКАСТЕК 5 INNER 
PERSONA IN THE FAMOUS STAND ATTACK 


p f e 
ше М 
Y 7 аў 
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Ош goal iS to preserve classic video дате magazines so that 
they аге по lost permanently: 


People interested in helping Out іп any capacity; 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou соте across anyone Selling releases from 
this Site please do not support them and do let ₪5 know: 


Thank you! 


